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With Christmas and the end of 1 979 just 
one issue away- it seems appropriate to address 
this philosophy column to the progress of our 
current design projects and what you can ex- 
pect to see from us in time for Santa's big night. 
With luck, we should have a few new titles to 
put under the tree for local visitors to our Game 
Emporium but it Is doubtful whether any of 
them will receive wide retail distribution until 
next year. 

First out of the chute will be WAR & PEACE 
, , a grand strategic game of the Napoleonic 
era —which, for want of a better description, 
will be a cross between 1776 and DIPLO¬ 
MACY, Playable in both a two player and multi¬ 
player format, it promises to offer something 
for everyone with an interest in the period. It Is 
an eminently dean design by Mark McLaughlin 
with capable AH development by Frank Davis. 
With any luck, you may find an advertisement 
proclaiming its availability in the next issue. 

THE LONGEST DAY has seen two ORIGINS 
come and go since it was first promised. It is our 
fervent wish that it doesn't see a third before 
release. The game's physical components are 
finished and now undergoing by-mail playtest. 
The sole occupation of Randy Reed for the last 
two years, THE LONGEST DA Y has been given 
lavish art and design preparation. Only the pure 
size and price of the game leave us with any 
doubts as to how our first '"monster" game will 
be received. The December GENERAL probably 
won't reach you until after Christmas, so look 
for THE LONGEST DAY in the spring. 

CRESCENDO OF DOOM is also in by-mail 
playtest now and although we won't be able to 
advertise its availability until the December 
GENERAL , we will be accepting mail orders 
effective December 1 in hopes of filling at least 
a few Christmas stockings. If you wish to order 
CRESCENDO OF DOOM an d/or WAR AT PEACE 
before they are formally announced, you may 
do so on December 1 for $ 1 5 each and the 
customary postage coupon. We make no prom¬ 
ises about delivery by Christmas, but will do our 
best. Otherwise, you may wish to wait for the 
formal advertisement in the next GENERAL , 
CRESCENDO OP DOOM will eventually be 
followed by two more gamettes — one featuring 
the Americans and Italians entitled G,L: ANVIL OF 
VICTORY and another on the Japanese approx¬ 
imately a year apart. 

TITLE BOUT is the name of our statistical 
boxing game which will enter our Sports 
Illustrated line in the spring. With any luck, 
you'll find a mail order advertisemment for it In 
the next issue. Like all of our other stat games, 
TITLE BOUT will feature hundreds of cards 
representing the great and near-great ring per¬ 
formers of the past and present. Although 
wargamers in general may find this less than 
thrilling news, the Sports Illustrated line is 
nothing to be scoffed at. This summer's past 
release, MAJOR LEAGUE BASEBALL , is cur¬ 
rently leading the entire line — wargames in* 
eluded —in sales. 

Further down the line you can expect the 
1978 private label hit, SOURCE OF THE NlLE f 
in AH packaging come spring. Currently 


undergoing AH development by Mick Uhl, this 
recipient of two Charles Roberts awards should 
be greatly improved in both visual appeal and 
rules comprehension, Mick is also developing 
Bruno Sinigaglio's revision of BATTLE OF THE 
BULGE which we hope to release at ORIGINS 
next July. 

That brings us to the "whatever happened 

to.__ " department, . . , THERISING SUN 

has been returned to designer Larry Pinsky to be 
cut down into more manageable proportions 
and remains unscheduled at this time. We have 
invested heavily in mapboard art and develop¬ 
ment time, however, and are loathe to dismiss 
the project altogether. We still have high hopes 
that it wtl eventually see publication. FOR¬ 
TRESS EUROPA r the western front equivalent 
of RUSSIAN CAMPAIGN , designed by John Ed¬ 
wards, has been under contract for over a year, 
but we've uncovered many problems with it 
and the developer has been unable to work on it 
due to other projects so that we've had to 
relegate it to the back burner until the recent addi¬ 
tion of game developer Alan R. Moon to the staff. 
KESSELSCHLACHT or STREETS OF STAL¬ 
INGRAD as we renamed it, was only under 
evaluation here. The designer didn't care for 
either our evaluation or the time we'd require to 
produce it, so he decided to publish on his own. 
Scratch one project. Now that the MAGIC 
REALM odyssey is over, Richard Hamblen can 
return to work on his TRIREME and GUN¬ 
SLINGER designs. We hope to have the former 
done for the next ORIGINS. 

This is by no means all we're looking at for 
the coming year. We've had numerous pro¬ 
totypes on hand for evaluation for some time 
now but are not at liberty to discuss them at 
this point. We're also keeping an eye on the re¬ 
cent releases of the "Third World", ORIGINS is 
not only a showplace for the consumer —it also 
serves to alert us to some of the finer designs 
by the hobby's smaller companies. Occasional¬ 
ly, one comes along which we think highly 
enough of to purchase, such as SOURCE OF 
THE NILE. With added AH development time 
and improved artwork, we can sometimes turn 
a silk purse out of a sow's ear. Naturally, until 
such evaluation and negotiations are com¬ 
pleted, any further discourse would be more 
conjecture than fact. 

This installment of the Philosophy wouldn't 
be complete without a few words on the missing 
MAGIC REALM feature. We'll make it as few as 
possible. Put simply, the article was plagued by 
the same problems which delayed the game past 
one promised deadline after another. In an at¬ 
tempt to right all the game's minor problems, the 
designer is hoping to provide us with a super 
comprehensive feature which will address all the 
questions you may have on the game system. 
Therefore, we just pushed it back an issue and 
will try again next time. In the meantime, the 
PANZER LEADER theme has given us a chance 
to add to our list of playing aids the sample 
PANZER LEADER pbm sheets provided in this 
issue's insert. Our thanks to Walter Cullen who 
designed, printed, and submitted the sheet for 
the enjoyment of his fellow PL enthusiasts. 
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PANZER LEADER: 
AN OVERVIEW 




By Jeffrey Paul Jones 


It is not too early to tell that PANZER 
LEADER will survive the test of age; in this demi- 
decade in which conflict simulation has undergone 
such a tremendous upheaval in terms of scope, pro¬ 
duction, and theory, four years plus is a long time. 
With more than thirty games a year assaulting our 
pocketbooks, it is always pleasant to note that some 
games remain almost timeless, the novelty never 
seeming to wear thin though other games come and 
fade as ghostly apparitions, having a brief, faltering 
existence before they are filed away to gather dust. 

PANZER LEADER is not doomed in this man¬ 
ner. It remains one of the finer examples of our 
hobby, despite its brooding beginnings until it was 
finally sewn together into a workable mesh. 
Granted it has rough spots, I don’t believe there is a 
game that doesn’t, but it has enough quality to 
overcome them. 

This article seeks to analyze that quality in terms 
of specifics: game boards, rules, units and unit 
capabilities, and the scenarios themselves; then offer 
a series of tactics for PL to show what ingenious ac¬ 
tions can come from such a simulation. There is a 
reason why some games survive where others fail, 
and I hope to show what it is about PL which makes 
it such a success. 

THE PLAYING SURFACE 

In keeping with European terrain, the boards of 
PL are relatively passable in all areas. There are a 
few natural barriers to inhibit movement, and for 
this reason the boards are necessarily porous. The 
primary physical barriers are the cliffs of board B 
and the streams running the widths of the other 
boards, rarely inhibiting movement along the grain 
of the mapboards. For this reason it is normally 
simple to predict an opponents channel of attack: 
everywhere and anywhere he desires! 

In most scenarios there arc four to nine areas of 
penetration when an assault follows the grain. Then 
the blocking terrrain comes in the form of green 
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hexsides. For example, in “Elsenborn Ridge” there 
are nine or ten paths to German victory, but all of 
them, at least for vehicular units, end in two chan¬ 
nels one or two hexes wide at the apex and narrowed 
by forest hexsides. 

Obviously the intrinsic and innumerable 
possibilities of geomorphic boards will change the 
complexion of any mapboard discussion, so I have 
narrowed things a bit. There are some boards that 
are used more than others, and som e positioning of 
boards used more than others, so that some terrain 
features take on a special significance. With this in 
mind, I’ll develop the properties of each board. 

Board A is the light footed board, for if one fails 
to walk softly and carefully, he will become an ex¬ 
posed corpse; this single board is critical in half of 
PL *s situations. Fully 70% is clear terrain; the stuff 
opportunity fire is made of. Another 15% is 
forested and provides cover, but the most 
remarkable features are the city of Grancelles and 
the primary stream which runs from the northwest 
to the southeast, bisecting Grancelles. This city is 
the largest in the game and is critical to nine of the 
thirteen situations using this board. Victory often 
depends on total control of the city and even if it 
doesn’t, he who controls Grancelles controls three- 
fourths of the entire board. 

The second important feature is the stream pass¬ 
ing through Grancelles, primarily because it can be 
crossed only through that city or the single bridge 
hex at J2. The veteran will realize the importance 
here after slogging through “St. Lo” or “Opera¬ 
tion Garden: Anticlimax” a few times. The river 
line is pitifully easy to defend. Even in situations 
where the attacker has easy access, he must pay 
dearly to establish control of the stream and the 
city, as seen in “Operation Goodwood.” 


A final note on Grancelles: at X-7, in the center 
of the city, there is a single hex of clear terrain. I 
assume that this represents a large town square or a 
city park of some sort. It also acts as a graveyard for 
units unprotected against overrun attacks. It has 
been my misfortune only once to misuse that hex, 
but I’ve used it to torment my competitors ever 
since. 

Generally, board A is easy to control, but dif¬ 
ficult to conquer. It is about as porous as any 
board, though, so in encounters that require only a 
crossing of the board, it is weak. For example, in 
“The Saar,” German forces need only cross along 
the grain of the board and exit in one of four hexes 
at the center of the board. Even with opportunity 
fire used, the Allies can do nothing to prevent the 
massive German onslaught from dashing through 
comparatively unscathed. The Panzer Lehr 
triumph once again. 

Figure 1 shows the most often used transit of the 
city board. Only on this board does a stream 
become such a vital feature, dividing the board not 
only in width, but also in length. The complete 
absence of elevated terrain gives cities and forests 
new impact, for each one is an obstacle that must be 
sighted around or into. At least twenty units are 
needed to sight all but the stream hexes because 
there are so many patches of hidden terrain. Despite 
the openness, the board can be troublesome to 
master. 

Board B offers something new to the tactical 
gamer—sea and beach hexes. (I’ve often wondered 
why this was not lettered board A, since the Allied 
offensives covered by PANZER LEADER actually 
began on the beaches and moved inland; it would 
seem more logical to label the board in this manner. 
I’ve come to the conclusion that AH’s graphics per- 


FIGURE1 —Board A is characterized by decidedly level terrain. The 
yellow lines illustrate the most commonly used attack channels. Note 
that vertical attack channels end on the G file; this is due to actual 
scenario demands—no scenario dictates consistent vertical move¬ 
ment beyond that point. Movement normally moves to Samblcu 


from that point, and then back into Grancelles. The red lines show 
commonly used horizontal attack channels. There is a notable void in 
the center due to the stream. The seemingly disconnected red lines 
leading off the map represent first turn transit by attacking units 
which must set up out of the line of sight of the enemy. 


Although it is easy torecognizc the significance of Grancelles in 
controlling movement on the board, it is also important to note that 
despite the lack of hidden terrain, it is still difficult to actually “see" 
all hexes on the board. At least twenty units, placed as per the red 
dots on the board, are necessary. 
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sormel fell that “B“ should stand for beach. If that 
is the case, HI go crazy trying to figure out what A* 
C, and D stand for.) Board B has a rather complex 
three dimensional set up which was explained 
satisfactorily to many of us by Randall Reed in Vol. 
12, No. I of THE GENERAL. The beaches seem to 
lead up slopes to hilltop hexes, which in turn slope 
ever-so-gently inland, so that invading units fire 
uphill from the beaches but on level ground that is 
treated as uphill terrain from the interior. This 
often causes sighting problems and weapons" effec¬ 
tiveness disagreements, which are put to rest by roll¬ 
ing a die, reading the rules, or choosing a different 
situation. 

Board B has several points of interest. First, it 
has more hilltop hexes than any other board (40) 
and affords the defender a tremendously 
commanding view of Allied invasion channels. Se¬ 
cond, it has many slope hexes to delay an enemy ad¬ 
vance. Third, the roads serve to channel invaders 
into the enemy guns if they use the roads, or they 
provide solid communication lines for the defender 
in the early going. Fourth, cliff hexsides present an 
almost impassable block in themselves, infantry 
units requiring a die roll of one to affect movement. 
And finally, all of this means something to only two 
of the twenty scenarios. I only wish there were more 
invasions provided in the game so that board B 
would gain some deserved importance. 

This board is specifically designed as an inva¬ 
sion board and should be treated as such. As with 
all boards, It Is laterally porous. With the forces 
provided in the scenarios it is adequately defended 
in spite of this. Thankfully, the two invasion situa¬ 
tions that make any consequential use of the 
beaches further limit the amount of usable terrain 
by narrowing the playing surface to 70% of the 
printed area. This makes a coordinated defensive 
extremely tenable in the early turns, especially since 
elevated German forts, together with positions in 
the beach town of Ricux, can provide firepower to 
any invasion hex. These positions become weaker 
as the Allies move to the interior, but they have to 
get there first. The primary German problem is that 
there are always more units than they can fire at, it 
is a rare thing for the Allies to land only six or seven 
units at a time. Figure 2 shows how crucial invasion 
hexes can be controlled through careful fortifica¬ 
tion, block, and minefield placement. 

Board C offers an almost unlimited number of 
possibilities. Esthetically creative, and having more 
sheltered terrain than any other (two cities amid a 
densely forested region), this forest board still of¬ 
fers at least seven attack channels, with alternate 
routes available. Unfortunately, only seven situa¬ 
tions use this board to any effect. 


It looks as if graphic’s personnel were partial to 
green hexsides, or there was a printing short-circuit 
governing mixed terrain and weaving spidery roads, 
but the intricacies produced are a work of art in 
themselves. Figure 3 depicts the possibilities for a 
lateral offensive; much more limited are those 
which go against the grain—regretfully, there is 
only one scenario which uses the vertical aspects of 
the forest board and that is “Bulge: Thrust/' Due 
to the special rule prohibiting German units the use 
of hex Til, the attack must follow the predictable 
lines; either through the forested hill at 02 and N3 t 
or along the forest road connecting Wiln and St. 
Athan. The paths are almost too easily defended 
and the burdensome congestion becomes 
unbearable in the largest, most ludicrous traffic 
jam in all of PANZER LEADER. Once the Ger¬ 
man does achieve a breakthrough, he still has only 
one real pathway open to him, through St. Athan. 
When dealing with board C verticaJIy, control of St . 
Athan can create just as many headaches for the 
enemy as the other areas to the north. (Note: “The 
Fortified 'Goose Egg" 11 uses this attack channel as 
well, but the assaulting armies have other, easier 
avenues on the parallel board.) 

With the other boards, Four or five key positions 
will often control or contest control of the playing 
area; however, board C constitutes a whole new 
breed of animal altogether. The terrain is so varied 
and intricate that an adequate defense usually in¬ 
volves a vast number of units. Even then, the death 
rate often remains low on both sides because of the 
terrain benefits on the CRT. Yet there are a few 
hexes that prove useful in many situations, afford¬ 
ing excellent positions for spotting or using oppor¬ 
tunity fire. These are indicated by the red dots in 
figure 3. 

Finally, board D loosely combines the features 
found in the other boards. More than half the board 
is open territory, but another fourth is forested in 
random clumps. Again, lateral attack channels are 
numerous. But where the vertical attack channels 
on the other boards were predictable, those on 
board D are predictably deadly. To make a point, 
65% of critical movement in all of PANZER 
LEADER occurs on this board. 61% of that in¬ 
volves vertical movement; and 63% of that vertical 
movement focuses on a single hex near Artain, 
BB6, at some point in play. Thus, 25% of PANZER 
LEADER concentrates on control of a single hex! 

Figure 4 shows exactly why DBB6 is of para¬ 
mount import, as the only way to affect an Artain 
river crossing is through that hex. Also, on the K, L, 
M, and N files, the channel is only three hexes wide. 
Due to the funneling nature of this terrain, board D 
is easily the deadliest board in the game, or at least 


the slowest. In “The Encirclement of Nancy,” it is 
possible for a meager German blocking force to 
hold an Allied j uggernaut at bay for five or six turns 
before the breakout at Artain becomes inevitable, 
and in “The Fortified ‘Goose Egg," ” with move¬ 
ment going in the opposite direction, the Allies can 
gain a decisive victory before the Germans ever 
move past the Y file (see “The Solid Wall” in the 
tactics section below). 

Finally, there are no real advantageous posi¬ 
tions on this board that command a lot of ground. 
This board is simple to defend piece by piece, but 
very difficult to control in its entirety. 

Where many players spend their time looking at 
the elevated vantage points in PL t as in most three 
dimensional games, just as many ignore the most 
impressive terrain feature in PL, namely the 
streams. Since most of the scenarios involve some 
kind of a river crossing, special care must be taken 
to defend the bridges strongly—that is where quali¬ 
ty play lies. I have never seen someone ignore a river 
line in RUSSIAN CAMPAIGN or STALINGRAD 
because the river lines double the defender. Slopes 
and hills have the same utility in PL, so everyone 
sends units racing for those positions. Often, 
though, a well-defended bridge hex will deny ihe 
enemy that advantageous terrain. A well-played 
game must be preventative as well as competitive, 
and alt terrain must be taken into account. 


THE GOLDEN RULES 

The Golden Rule is not what most players will 
follow when engaging in combat in PL, yet the rules 
of the game are golden in the sense that they over¬ 
come many of the abiguities of PANZER BLITZ, 
still retaining a new slant on the game system by in¬ 
corporating a fine battery of optional and ex¬ 
perimental rules, and by increasing unit 
capabilities. 

Overall, the PL rules allow a maximum 
playability (at the expense of some realism) in a fair¬ 
ly short amount of lime. The game does not bog 
down as it does with many similar games, nor does 
the scope encompass any area to rival the recent 
behemoths, with the possible exception of the 
macro-game. The macro remains manageable, but 
to a much lesser degree than the individual 
scenarios; still, it is playable. 

There are a few aspects or the game rules which 
allow PANZER LEADER to retain its excellence. 
The first of these is the sequential movement 
system. Although Tve enjoyed simultaneous move¬ 
ment in several games, those games are now shelved 
because it is so difficult to find competent, in¬ 
terested ftf players. Thus PL has a solitaire value 



FIGURE 2 —This illustrates one of [he many possible set ups for 
"Omaha Beaeh“ and [he kinds of coverage possible. In this case, the 
set up shows a solid beach defense when smoke shell concentrations 
are NOT being used. The beauty of it is that the Allies have the entire 
board to choose from for landing, but logically the attack must come 


from the thirteen hexes from K to W—the remainder oT the beach 
frontage is scaled by mines and cliffs, and engineers seeking to punch 
a hole in the minefield wall should be eliminated handily. In the re- 
ma ini ng invasion hexes „ t here is a sol id f ron t of German u n its or posi~ 
t tonal defenses, assuming the defenders occupy all heae.sof Rleu*. If 


intensive fire hits invasion hexes M through Q when the amphibians 
arrive, Rico* will remain unspotted and unthreatened, a critical point 
since that city is the true weakness of the defense. German rifle 
platoons in the city should be able to close assault survivors so that 
naval fire will not become a threat. 
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become key spotting hexes,, either for units on this board or for those 
on others. Many hexes also control viiai attack channels. 


FIGURE 3—Once again, yellow indicates the vertical attack 
channels, red the horizontal. The former are only used in three situa¬ 
tions, the latter in four. Most of these routes are wayward and round 
about due to the board's design. As in board A, the center has a 


tremendous block to uniform movement, this time in the form of 
dense forest. The dispersion of si* elevated positions in combination 
with that forest makes the area very difficult to traverse under enemy 
fire. Depending on the scenario, the hexes marked with red dots 


that these other games do not. PL’s sequential 
movement has received criticism, for it does favor 
the second player—he gets a son of defensive first 
fire that is never present in simultaneous games. 
Because defensive firing units are then pinned and 
subject to subsequent enemy attack, the second 
player advantage is of questionable value until the 
final game turn, unless the experimental Function 
Mobility for Turreted AFVs rule is used. More of 
this later. 

The second quality change in PL is the addition 
to carrier loading and unloading capabilities as they 
combine with movement, allowing both of these 
functions to take place in a single turn. This is a very 
clean system and no special bookkeeping is 
necessary as it is in ARAB-ISRAELI WARS where 
the system is slightly more complex. The rules per¬ 
mit an offensive to speed up a bit; in 
PANZER BLITZ* some situations are lost because 
aggressive units haven't the time to load infantry in 
what is often a three turn process; in PL, they have 
the time to load and still make progress forward. 

A third addition concerns stacking re¬ 
quirements, which are delightfully uniform, but 
which cause some problems in high unit density 
scenarios when one analyzes the specifics of a 


player turn segment. This is not a criticism; the rule 
just causes players to be more careful how they 
move units and it forces foresight: with the excep¬ 
tion of overrunning units, a stack of four friendly 
units may not be entered at alL In the turn sequence, 
vehicular units are moved first, followed by non- 
vehicular units. Therefore, it is quite possible to 
have a stack or four ncm-vehicular units holding up 
all the vehicular units to the rear. I think that this 
fairly accurately reflects some of the logistics of tac¬ 
tical warfare: vehicles move faster and would 
logically have to pass through friendly forces at 
times to reach the forward positions. That they be 
held up for safety and unity reasons is also logical* 
Imagine twenty Panther tanks and their entourage 
weaving their way through the 250 men of four Ger¬ 
man rifle platoons in heavily forested or rough ter¬ 
rain in six minutes! That would be interesting in¬ 
deed I 

The fourth rule that gives PL some quality is the 
real line of sight, plotted from the convenient dots 
placed in the center of each hex. Some have com¬ 
mented that this ruins the esthetic beauty of the 
boards; however after a short time, one really sees 
these dots for sighting purposes only. Though some 
actual sighting requirements may seem slightly 


questionable, they are decidedly uniform and quite 
manageable. I suggest a cut rubber band be used to 
determine sighting in place of the proverbial 
straight edge, it is easy to use and not subject to 
tangles and knots; in addition, pulling it taught 
does not sweep units aside on a congested playing 
area. It does have the disadvantage of the 
“whiplash effect, !> which sends units scattering off 
the field of play; but on the single occasion in which 
that occurred, my opponent insisted emphatically 
that the action was accidental, and in no way related 
to his decisive loss on the fifth turn of “The Saar." 

And the fifth quality item in the rules is Indirect 
Fire. This is one of the four real strengths of Panzer 
Leader as far as making the game an adventure 
(the others will be developed later). Although the 
rules are rather abstract, their application is 
relatively simple. The adventure comes in trying to 
outguess or second-guess one's opponent: “Where 
does he think ITI put my IF to do the most damage, 
and should I put it there, or somewhere else less 
suspected? Or will he expect me to put it somewhere 
else and then move into those other hexes? I know! 
ITI put it at 14, knowing that he'll think I’ll put it 
there until he realizes it's too obvious a place.” One 
attractive part of IF, corrected in AIW, is that an 



FIGURE-: 4— C.’clor code* are the same as for board C. Note again the 
important of DBBG artd Artain, and note also that this board is 


often the setup area for attacking forces, indicated by ibe .several 
partial red line’s, leading (q the board edges. There is very little com¬ 


manding terrain on this board. Jf ihe use of any single board will 
determine the quality of play one is capable of, this is it, 
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empty hex can be designated for IF. It is always a 
pleasure to set up a barrage a turn in advance and 
watch the enemy walk into the shellfire unawares. 
In one game of "Goose Egg 1 ' l eliminated two 
infantry-loaded halftracks and a Panther with this 
ruse in a single barrage. 

The rules themselves provide an extremely 
workable framework for fair play; the rules exten¬ 
sions, the optionals and experimentals, provide a 
method to expanding existing situations, or balanc¬ 
ing some that are dreadfully imbalanced. What 
follows is a discussion of these extras by delineating 
their advantages and disadvantages. 

Infantry Quick-Time Speed, Rule: infantry 
units may double their movement allowance in clear 
terrain, 

ADVA NT A GES: 1. QTing units gain an extra hex 
of territory in a turn and often perform an early at¬ 
tack on a static defense line. 

2. The attacker can beef up a close assault to better 
odds 50%of the time, providing enough units are 
available. 

DISADVANTAGES: I. QTing units defend at 
half strength against opportunity fire attacks. 

2. QT can be used only in clear terrain, leaving 
units open to overrun attacks on the following turn. 

3, There is a SO^chance of disruption for each unit, 
which could nullify planned close assaults. 

NOTE: I've often wandered why QT could not be 
used if units were descending a slope, having a die 
roll from 3-6 result in dispersal. I do not seek to 
change the rules, but players may try this one and 
find it makes a difference in a few situations. 

Opportunity Fire, Rule: non-phasing units may 
fire at enemy units which expend Va their movement 
allowance in sighted terrain. 

ADVANTAGES: 1. Advancing units can be 
pinned in the open and subjected to subsequent in¬ 
direct fire or overrun attack. 

2. Units exercising this option can deny the enemy 
access to beneficial terrain or victory hexes. 

3. Prevent overrun and/or close assaults. 

4. Harass weak carrier units. 

5. The greatest advantage is one oT threat. Oppor¬ 
tunity fire forces the enemy to move through pro¬ 
tected, hidden areas, seriously effecting an ag¬ 
gressive forward thrust, unless a player has such 
superiority that he can push forward with impunity, 
as the Panzer Lehr does in ‘The Saar". 
DISADVANTAGES: 1. Friendly Tiring units lose 
their direct fire capability in the next friendly player 
segment. 

2. Hidden units become spotted. 

3. Units lose their mobility for a turn unless func¬ 
tional mobility is used. 

4. Better targets will undoubtedly present 
themselves if one exhausts his opportunity fire 
capability. It is a terrible feeling to watch heavily- 
laden trucks race across open terrain without fear 
of attack. 

5. Actual playing time is extended because of the 
continuous counting of hexes to see if an actual op¬ 
portunity fire attack is permissible. 

Naval Support Fire. Rule: off-board strength 
points are used to simulate naval shore bombard¬ 
ment (Naval Artillery Strength Points or NASPs). 
ADVANTAGES: 1. NASPs are very strong—they 
are always in excess of 100 H-class strength points. 

2. NASPs can never be attacked or rendered totally 
ineffective, except by incompetent use. 
DISADVANTAGES: L NASPs fire only in 
groups of 20 strength points. This is a bother if one 
wishes to fire smoke, since that requires 25 factors; 
thus 40 NASPs must be expended for a single smoke 
shell concentration. This "overkill" is consistent 
with most naval fire. 


2. NASPs are always fired at greater than six hex 
range, so they are always halved against armored 
targets, and are sometimes halved again when they 
are utilized in a direct fire mode against elevated 
defenders. 

3. Indirect fire must be programmed two turns in 
advance instead o f the usual one. The variables here 
often cause the fire to be wasted. 

4. Finally, these NASPs usually belong to the other 
guy. 

NOTE: Though the disadvantages seem to over¬ 
shadow the advantages. Naval Support Fire is 
always an asset to the Allies. There is nothing really 
disadvantageous to that kind of power. 

PanzerbJitz Assault, Rule: German infantry 
units loaded on armor may unload and close assault 
enemy units that are being overrun. 
ADVANTAGE: This provides a deadly one-two 
punch in which infantry advances and attacks like 
magic so that the Allies must always worry about a 
double threat to exposed units. In one game, my op¬ 
ponent said, "You can use it if you want to, but 
you'll never get the chance to." On the final game 
turn, I did get the chance and it cost him the game. 
DISADVANTAGE: None . . . for the Germans. 

Functional Mobility for Turreied AFVs (re¬ 
named "split-move" in AIWsq that we could say it 
in one breath without becoming tongue-tied. Rule: 
designated vehicles may fire in the combat phase, 
then move half of their movement allowance. 
ADVANTAGES: 1. Units spotted while firing 
become invisible once again by moving to an 
unspotted hex. Suddenly, targets become fewer. 

2. Units may occupy a hex on the same turn they 
destroy the enemy units within the hex. This is very 
useful for taking victory hexes on the final turn of a 
game, 

3. Exploit breakthrough hexes before the enemy 
can plug the hole—a true blitzkrieg effect. 

4. The one-ha If movement point allowance expen¬ 
diture for firing does not count toward the one- 
founh movement point expenditure required for 
opportunity fire spotting. If it did, much of the at¬ 
tack effectiveness of this rule would be lost, but 
there would be some delightfully brief and bloody 
fi refights, 

5. Used in conjunction with opportunity fire, units 
may rectify the disadvantage of #3 above in oppor¬ 
tunity fire. 

6. In a mobile defense or blocking action such as 
the Allies employ in "Bulge: Thrust" the second 
player’s defensive fire last-move advantage can be 
exercised every turn, creating a deadly, mobile, fir¬ 
ing blockade that retreats a single hex per turn and 
is almost impossible to break except by massive 
dose assault tactics or flanking maneuvers. 
DISADVANTAGE: 1 can see none, unless they are 
applied to individual situations. 

Artillery Field-of-FIre Limitations. Rule: ar¬ 
tillery weaponry fires through only three of six hex- 
sides, according to its facing. 

ADVANTAGE: Due to the highly restrictive nature 
of this rule, there is no advantage to the owning 
player, 

DISADVANTAGES: I, Changing a unit's f-o-f 
may be a problem because the owning player may 
not be able to afford the time or units necessary to 
perform the function. Further, in a situation oT 
high unit density, It is easy to change the facing of a 
unit inadvertently—we’ve found that a side record 
w r ith written facings is sometimes necessary to avoid 
dispute. An interesting addition to this rule is to 
have the facings secretly recorded , to be disclosed 
when the unit first fires. 


2. It becomes mandatory to support artillery posi¬ 
tions with infantry and to guard the flanks so that 
key positions will not be rendered ineffective by a 
fast-moving assault. 

NOTE: This rule should be employed carefully, as 
it can seriously impair the balance of a scenario. In 
"Omaha Beach", for example, the Germans do not 
have enough vehicular units to turn their guns once 
the Allies have overrun the artillery positions and 
moved to the interior. The heavy guns become vir¬ 
tually useless in the crucial closing turns. In addi¬ 
tion to this, the facing requirements can create 
serious gaps in the invasion front coverage. Despite 
the obvious realism of this rule, it should be 
employed only after a careful scrutiny of the conse¬ 
quences. It can become a severe handicap to both 
sides, especially in a mobile offensive. 

Smoke Shell Concentrations. Rule: (H) and M 
class artillery may fire smoke shells, w hich obscure 
vision for two turns. 

ADVANTAGES: 1. SSCs can protect advancing 
units from all forms of direct fire. 

2. Inhibit enemy spotting for Indirect fire, thereby 
subjecting his indirect fire to scatter. 

3. Protect units doomed to die i n spotted posit ions. 
This can only be used on rare occasions when a 
player has enough artillery to Fire smoke with im¬ 
punity. 

4. This rule may be used with striking effectiveness 
in conjunction with "split-move". An alert player 
can create unspotted terrain for his units in open 
terrain. An opponent once used this combination to 
advance and eventually lake Voile in "Omaha 
Beach", and l could never use opportunity fire as 
his armored units jumped from one SSC to the next. 
DISA D VANTA GES: L The num her o f factors re¬ 
quired to create smoke (25) can often be used 
elsewhere to better effectiveness and more destruc¬ 
tive purposes. 

2. Graphically, a playing area cluttered with coins 
can upset the attractiveness of piay as well as the 
conduct of play itself. At one time, my son took all 
his pennies back, and my opponent and l found a 
smoke-free board the next evening when we sought 
to complete play, It was almost as hectic as the cat 
eating the counters. 

In summation, players should cautiously select 
the optional rules they employ for a given scenario, 
and then only after seriously weighing the conse¬ 
quences of what they have chosen. For example, 
"The Encirclement of Nancy" is a very even 
scenario if "split-move” is employed; if opportuni¬ 
ty fire is used, however, German chances of victory 
are reduced to about 5%. Thus optionals can ruin 
the continuity of a situation just as easily as they can 
balance it. 

UNITS AND THEIR CAPABILITIES 

If the units represented in PANZER LEADER 
arc not totally realistic, they do capture the flavor 
of the period and the opportunities available in a 
combined arms engagement in varied terrain. I do 
not seek to analyze weapon-target relationships or 
peruse the advantages of one unit over its enemy 
counterpart. Rather, I seek to compliment PL 
designers on the remaining three (the other being 
the aforementioned indirect fire) admirable 
qualities of the game which make it my favorite and 
which will allow it to remain a favorite to all of us. 

The increased capacity of PL to cover engineer¬ 
ing functions is a true strength of the game. The 
engineer units themselves are no longer confined to 
the close assault attack role, but now can clear 
minefields, create and remove blocks, and demolish 
and build bridges. Special engineering vehicles in 
the Allied force pool give some glee to the game: the 
Sherman flail devours minefields, the Valentine 
bridgelayer makes its own road across streams, and 
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the Churchill Flame, the granddaddy of all amuse¬ 
ment toys, allows the Allied player to toast pesky 
German infantry as they creep forward to close 
assault. 

PANZER LEADER also takes air power into 
account, and not since RICHTHOFEN'S WAR do 
we have a plane counter actually representing a 
single airplane, even though the rules suggest that 
their use is an abstraction. The part that everyone 
remembers about airpower is the big KA-BOOM!, 
the bombs or the rockets of the P47 or Typhoon 
fighters. Players also remember the observation 
powers of the puny L5 craft for spotting. Yet the 
forgotten force is the strafing machine gun, usable 
four times by each plane. All too often, players 
withdraw their aircraft after the bombing or rocket 
runs are over, the machine gun ammo saved for 
fighter-to-fighter combat that will never occur in 
the scope of the game. Five planes, especially the 
P-47s, can create a great deal of consternation 
within Nazi artillery positions, and a few Typhoons 
can effectively harass halftracks and weakly 
defended cities. This untapped wealth is another 
high point of PL. 

And finally, there is that part of PL which will 
endear it to me always—the amphibious landings. 
These capture the excitement of unknown force 
commitment, even though Allied attack channels 
will be obvious after the German deploys his forts, 
blocks, and minefields. When the invaders arrive, 
they arrive inverted so that there is mystery, at least 
inquisitiveness, for the German: he fires at enemy 
units without ever knowing what they are. For the 
Allies, there is also the tension of rolling to see if the 
amphibious tanks survive. But for both players, 
there is the setup, or pre-game plan which incor¬ 
porates almost half the game itself. An error here 
could mean a decisive loss. For the German, it is 
positional defense, artillery emplacement, and how 
to channel the Allied attack; for the Allies, it is 
coordinating an entire landing beforehand. And if 
players wish to add a touch of the dare to mystery, 
minefields can be deployed secretly; that is really a 
kick! 


ACTION: THE SCENARIOS 

PANZER LEADER is rich in that commodity 
which has been flooding the market of late: variety. 
Due to the wide range of orders of battle and 
myriad mapboard configurations, the simulation 
should rarely become a bore, especially with the 
further opportunities inherent in the macro-game 
and Roy Easton’s several General variants; the 
avenues really are endless. 

It is a simple matter to sit down with a friend and 
push counters around good-naturedly; it is another 
thing to grow to know a game well, and still another 
to play it well. I am still a newcomer to the hobby 
(seven years experience), but I play two games well 
and I feel this is as many as any of us except those 
who “live” the hobby will ever do. To know a game 
well, one must develop an empathy for it without 
becoming fanatical. He must learn to participate 
with the game vicariously, but still look upon it as 
the simulation it is. In reaching this point with 
PANZER LEADER, I’ve made some discoveries 
and judgements worth mentioning. 

Though some scenarios are highly slanted 
toward a single side, a sprinkling of optional and 
experimental rules may smooth things out a bit. 
There are enough scenarios and options available to 
offer something to everyone: the static defender, 
the mobile defender, the aggressor, the con¬ 
noisseur, the finesse artist, the mad bomber, and 
yes, even the sadist and the masochist. Generally, 
some judgements can be made concerning each 
scenario and these arc necessarily subjective in 


nature. By this time most players will have formed 
prejudices of their own toward the situations; I will 
add mine to the list, probably meeting disagreement 
at each step. This is the fate of the turtle; he sticks 
his neck out wherever he goes. 

I have arbitrarily divided PL’s twenty scenarios 
into five groups: S&M; Interesting Briefly; Mobile 
Defense or Blocking Action; Mystery; and 
Slaughterhouse Five. These names do not have at¬ 
tractive military origins, but they do have 
something to do with the type of action represented 
and the flow of play, and they reflect to a degree the 
tastes of the player involved. These groups trans¬ 
cend the boundaries of size, unit density, time, etc. 
They concentrate more on what benefit we as 
players receive when playing the game. 

S&M as you’ve accurately predicted, stands for 
sadism and masochism. One guy always butchers 
the other, and even when inept players are at work, 
the outcome is painfully the same. The first of these 
is “The Reichswald” (6) in which the Allies slog 
halfway across board D, being ripped to shreds by 
indirect fire, while trying to conquer Nece, which is 
stacked so high with German infantry that it looks 
like a ’43 infantry division’s ten year reunion. (For 
an in-depth look at this situation, see Panzerfaust 
and Campaign #16.) The second S&M situation is 
“Prelude: The Saar” (12), in which the German 
player can win a marginal victory during his move¬ 
ment phase of turn three. This S&M group is re¬ 
served for those who want to get even with snob¬ 
bish, uneducated winners who like to rub in their 
victories, or those who like to attempt the impossi¬ 
ble like climbing the Matterhorn in roller skates, or 
swimming the English channel in an iron lung. 

Interesting Briefly refers to those scenarios that 
are playable, but which offer few opportunities for 
tactical skull-duggery and finesse, except in show¬ 
ing how well you can shift stacks to get good CAT 
odds. Generally, these occur on a single board or 
less and have a low unit density, light of armor and 
heavy of footsoldiers. There are many unique prop¬ 
erties to these situations; however, sameness sets in 
rather early no matter how many optional and ex¬ 
perimental rules are used. 

“Marieulles” (8) is balanced, but so much so 
that it often becomes a draw. “Operation Market: 
Nijmegen” (9) promises an Allied victory if he at¬ 
tacks anywhere in force, especially when he uses the 
Valentine bridgelaycr to set the vanguard of his 
penetrating armies in the enemy’s lap. Nijmegen of¬ 
fers the defensive player an excellent opportunity to 
defend Grancelles and presents many headaches in 
trying to control a stream thirty-three hexes long 
with mobile units capable of patrolling only half of 
that. The scenario captures the flavor of the river 
assault that actually took place during the real bat¬ 
tle, catching the Germans offguard and securing a 
vital bridgehead. The lack of German engineers 
depicts the idiotic order from the German high 
command not to destroy the bridge. 

“Operation Market: Arnhem” (10), too, cap¬ 
tures the flavor of fighting that characterized the 
most exciting and heroic action of A Bridge Too 
Far. Allied forces are doomed by any coordinated 
German offensive. It is always interesting to see 
how long the Allies can hold out, but I’ve never seen 
Panzergruppe Harzer do worse than a tactical vic¬ 
tory. 

Moving away from Market-Garden to the 
Bulge, in “Bastognc: Prelude” (16) the Panzer 
Lehr once again gets to tromp all over someone. 
Typically, the Allies sweep into Artain, get smashed 
back, and spend the closing moments of the game 
trying in vain to retake a city holding another one of 
those ten year reunions. And finally, “Rcmagen 
Bridge” (20) completes the group. Due to the block 
clearing process, the outcome of the game is nor¬ 


mally decided on the fifth turn. Since removing the 
block is the key to Allied victory, if an enginer has 
not moved adjacent by turn five, it becomes im¬ 
possible to win. For those of us who like quickies, 
this one is a beauty. There are only twenty-five 
counters in the entire game, and victory can be 
determined sometimes in the span of thirty minutes. 

Mobile Defense or Blocking Action refers to 
those scenarios where one force seeks to slow the 
opposing force down so much that the game ends 
before the aggressor’s victory conditions can be 
met. Both forces are mobile enough to create a 
highly fluid front that provides endless variety and 
myriad possibilities for tricky maneuvering and 
shifty finesse. These situations have a remarkable 
lack of indirect fire effectiveness due to the fluidity 
of the front and the ensuing difficulty in accurately 
predicting correct attack hexes. Several scenarios 
could be included in this group, but only three ap¬ 
pear to belong to it purely. As it works out, these are 
in my opinion among the finest in PANZER 
LEADER. 

“St. Lo” (4) is one of two situations using two 
boards placed end-to-end, though one of them is 
just a starting area for the Allies. “St. Lo” offers 
some interesting problems to both sides: the Allies 
have alternate sets of victory conditions; Allied 
forces are clearly dominant, but lack the carriers to 
deliver any infantry punch until the game is half 
over; the playing area, due to terrain (board A) is 
often too narrow, since a normal German defense 
can make the Allied attack channel a single hex wide 
in places; the German’s plethora of infantry prom¬ 
ise a bloody defense of Grancelles (a key to vic¬ 
tory), so each force must take care to minimize 
losses in the early going. This one usually yields an 
Allied victory when I play, but the advantages sway 
back and forth in an exciting arrestive counterplay 
until the games end. This is a fine situation. 

The next is “The Encirclement of Nancy” (7). 
This one, another of my favorites, offers an end-to- 
end configuration in which Allied combatants must 
dash across all of board D and a third of board A to 
capture Grancelles in ten turns. Where “St. Lo” of¬ 
fered a slow mobility that built in intensity, “Nan¬ 
cy” offers a massive charge through mixed terrain 
in which at least four hexes must be gained per turn, 
and there are four to six turns where the Germans 
can hold that advance to a single hex or so. Even 
though the order of battle favors the Allies, the ter¬ 
rain favors the Germans. This situation allows the 
use of several tricky tactics which I’ll develop later. 
Further, for those who think the situation un¬ 
balanced, try using all optionals except opportunity 
fire and artillery f-o-f limitations; then the game 
only slightly favors the Germans. 

A third situation in this group is “Bulge: 
Thrust” (14). Again the order of battle favors one 
side (the Germans), but the terrain the other. This is 
the only battle in which an army is forced to cross 
the forest board in its length. There arc some tricky 
tactics to be used in this one as well, yet the situation 
is a fair one with an Allied edge if players are willing 
to disallow the use of tricky tactic number 2 under 
“Defensive Action” below. In “Bulge: Thrust” 
Panzer Lehr finally meets its match. Well, 
nobody’s perfect. 

The intrigue of the Mystery scenarios does not 
indicate that the outcome is in doubt. Instead, there 
is something in the setup or victory conditions that 
make play adventurous until objectives become 
clearly defined through the course of play. The in¬ 
vasion scenarios are a natural part of this group due 
to the pre-planning and inverting of units. 

“Utah Beach” (1) asks the Allies to record one 
of three objectives, before anyone sets up. This is a 
bit difficult for the German because he must defend 
all three, while the Allies suddenly magically appear 
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four hexes away from ihe chosen objective with all 
their forces. The Germans then operate a 
clothesline defense in hopes that the other troops 
can arrive in time to save the day. It is like one of 
those classic John Wayne westerns with the cavalry 
charging into the foray in the closing moments of 
battle but it usually has a Custer-type ending. 
"Omaha Beach” (2) and "Gold Beach” (3) have all 
the complexities of invasion covered elsewhere in 
this article. Both games are fun to play, though the 
Germans are slightly favored if they set up proper¬ 
ly. {Panzerfausi No. 72 gives some sound advice in 
this area in "Defending Omaha Beach.”) 

The other scenario of the Mystery group is 
"Turning Point: Cedes” (17). This is a mystery 
scenario because there are so many variables in the 
victory conditions, all involving the elimination of 
units and the control of the two towns on board C* 
For example, it is possible for each side to end the 
game controlling one town, but the Germans would 
win with a tactical victory over the Allied marginal. 
Unfortunately, the battle represents the true turn¬ 
ing point in the Bulge offensives and the German 
forces, though powerful, cannot stand up to the 
Allied pinching attacks* 

The final group, Slaughterhouse Five t includes 
those situations that begin with a fairly high unit 
density but which suffer a great deal of attrition 
during the courseof play. These bloodbaths are fun 
to play: it is nice to sit back and count attack factors 
until the dreaded 4:1 is reached; also, there is a cer¬ 
tain majesty when replacing an enemy tank with a 
flamer. There is really a great deal to say in analysis 
of these situations because they are high-powered 
slug-fests in the tradition of PANZERBLITZ’s 
“Kursk.” As firefighls, they are unrivaled by other 
scenarios. 

"Operation Goodwood” (5) is a massive ar¬ 
mored engagement. Since much of the battle takes 
place on the clear board A, the death rate is high 
and quickly so, especially when the rocket-armed 
Typhoons come storming onto the board. It is dif¬ 
ficult to balance the game, though; the Allies 
should win every time unless opportunity fire is 
utilized, in which case the Germans win handily (see 
the same setup in "Tactics” below). 

"Operation Garden: Anticlimax” (11) can go 
either way depending on the quality of set-up and 
play, and upon how r well the players keep track of 
the bookkeeping requirements* The two Allied 
forces cannot merge until the enemy is out¬ 
numbered on a single board by a 3:1 margin. 
Generally, the Germans appear to have an edge, but 
to be honest, I have less experience with this situa¬ 
tion than any other. 

"The Fortified 'Goose Egg’ ” (13) accurately 
lives up to its name* 1 don't see how f the Allies can 
lose this one (see Tactics below), but it is funfunfun 
to play and rarely lasts beyond turn five unless the 
German player is overly cautious. Because there are 
so few ways to cross boards C and D in (heir length, 
the massive forces on the board dash head-on with 
very high attrition. In one game both sides reached 
decisive victory conditions for units eliminated on 
the same turn! Obviously, play in this one can be 
just as rash as it is deadly. 

“Elsenborn Ridge” (15) is one of the finer si (na¬ 
tions in all of PANZER LEADER. The Germans 
have a very, very slight edge. Play is always action- 
packed and provocative* For a superb discussion of 
this one, see the Series Replay in THE GENERAL, 
Vol* 13, No* I. 

"Bastogne: Siege” (18) is a bit less bloody than 
the rest in this group, and though it takes longer to 
play than most scenarios, it is pretty well balanced. 
Shielded by a formidable artillery barrage (which is 
in turn harrassed by enemy aircraft after turn 
three), German forces seek to cross board C and 
survive on board A. Since the Allies occupy all the 


unspotted terrain on board A and block most of the 
routes across board C, the Germans must creep for¬ 
ward eliminating ihe threat as they go and preserv¬ 
ing enough units to meet their victory conditions. 
They have a free ride in the early going, but subse¬ 
quent action becomes slow, cautious, and cagey 
when the ten P47s arrive on turn four. 

And finally "Patton’s Counter Offensive” (19) 
effectively recreates Patton’s relief of Bastogne; he 
is unstoppable. Having a 1.6:1 advantage at the 
game’s start, the Allies must raise that to 2:1 to win* 
Though play is as interesting as it is bloody, victory 
is almost pre-ordained* Allied forces sw r ecp onto 
board C to root out and destroy the dug-in 
defenders while P47s harass enemy artillery posi¬ 
tions to the rear* The timetable is luxuriously drawn 
out over fifteen turns so that if he likes, the Allied 
commander can get his 2:1 margin, and then sit 
back and lei the Germans come to him, the pressure 
then being on the other side. 

TACTICS 

Of course no article of import of late lacks a 
section on tactics, either to demonstrate the obvious 
to those who “know” or to save others the pain of 
learning through experience, or simply to share 
ideas in the interest of fostering high quality com¬ 
petition. Much of this article is of a review nature, 
seeking to arrest interest and compliment a fan¬ 
tastic game, but the play’s the thing! What follows 
is a fairly complete set of tactics that could easily be 
called "making the rules work for you” or 
"loopholes.” Indeed, expert play often leans on 
technicalities as well as on ingenuity; this section 
shows some of both. 

I am ignoring many common sense tactics, since 
these emerge quickly to all players* Things like 
defending in plus-one terrain or in elevated, com¬ 
manding terrain arc as natural as occupying the 
doubled terrain in strategic warfare* F.ven the 
"bluff” of screening an area lightly to suck the 
enemy in before crushing him in a powerful 
counterattack is readily perceived by gamers of ear¬ 
ly experience. Yet there are about twenty tactics 
that I’ve learned that may be of help. Many of these 
are applied to specific situations for purposes of il¬ 
lustration, but can usually be generalized to other 
applicable scenarios. 



FIGURE 5—This an infantry defense of Anain that will tail 

for 2-5 turns tf none of ihe Allied SPAs arc pushed forward lo ihe 
hilltop hexes (''Encirclement of Nancy*'). To break this defense in a 
single turn. 4:1 attacks are required on one of the t^o Forward rifle 
units and on the single unit on the bridge at DBB6. Assuming thai the 
Allies had launched 3 Smarts, 6 M4/75&, and 3 M4/76s (the enlirc 
armored force outsideofthe M7s)into forward Firing positions, a 4:1 
can be managed only on one unit, with a 3:1 on ihe oiher; however, 
with the 5PA^ used as assault guns. 4:3 attacks could be easily 
managed on alt three German defenders. 


Offensive Action 

1. The SPA as an Assault Gun —Due to the low 
defense factors of self-pro pel led artillery, these 
weapons are normally deployed to the rear in hid¬ 
den, well protected positions. Sometimes, though, 
the SPA can be employed up front in much the same 
way as the Russian SU152 in PANZER BLITZ , For 
example, in the “Encirclement of Nancy,” Allied 
M7s must barrel straight down ihe pipeline in order 
to roust German forces from Nece and to scare off 
any infantry defense on the slopes outside Artain. 
Figure 5 shows an effective infantry blocade at that 
point that only the M7s can break in a single turn. If 
they had been deployed to the rear for indirect fire 
purposes, the Allies would lose a turn in clearing the 
vital pathway to Grancdles. 

2. The Purposely Scattered Indirect Fire 
Ploy— Sometimes it is too dangerous to leave spot¬ 
ting units around to make sure an indirect fire at¬ 
tack lands where it is supposed to. In "The 
Reichswald”, for instance, Allied victory is 
dependent upon how many units they lose, so it is 
best to lose as few as possible. It is a dirty ploy in¬ 
deed to send a Bren carrier into the German interior 
to act as a scout, spotting a hex adjacent to indirect 
Firing German units (if they do not fire that turn; 
otherwise, the actual hex could be spotted). On the 
turn of plotting fire, the Bren races madly to safety, 
subjecting friendly indirect fire to scatter. The odds 
are 50% that the fire will scatter (not a bad gamble) 
and one in six that scattered fire will hit a single 
desired hex. Granted, the odds are wretched, but a 
desperate situation does dictate a desperate action, 
and I’ve had this process pay off on more than one 
occasion. I’ve also had it backfire so that Eve wiped 
out some friends as well. When one gambles, he 
must be willing to accept unfavorable conse¬ 
quences. 

3* 77; e Offense as Defense —After carefully 
evaluating the agreed-upon optional rules, a good 
player will spend time maximizing his threat 
according to those rules. In "Operation Good- 
wood”, for example, the German who uses oppor¬ 
tunity fire can be an aggressively deadly force if his 
setup is decent. Figure 6 shows an example of Ger¬ 
man artillery and armor deployment in this 
scenario. In spite of the Allied 29 AFVs, few will 
cross the stream oT board A and survive. At times, 
the best defense is a well-coordinated offense. 

4. a. The Old One-Two-Three —This is the 
most devastating combination of attacks in the 
game, and somew here along the line, you should be 
assured a kill. The old one-two-three is a direct or 
indirect fire attack, followed by an overrun, and 
supplemented by a close as*sault* A series of these, 
even at 1:1 odds can be as effective as a simple 4:1. 
Among quality players, though, it is rare that one 
finds the opportunity for this tactic. 

4. b* The Old One- Two- Three Sneak —This is 
a variation of the above that catches an opponent 
off guard and can be quite demoralizing to him * By 
plotting indirect fire to an empty hex that you feel 
fairly sure will be enemy occupied on the following 
turn, you can catch your foe unawares. After many 
playings of the game, I find more and more oppor¬ 
tunity to use this in place of the fomer tactic; ex¬ 
perienced players just don’t leave that many open¬ 
ings. 

5. The Enemy-Be-Damned or Helt-BenF/or- 
Leather Offensive Option—lr\ many situations it is 
a prime directive to capture territory rapidly, 
throwing caution to the wind and offering so many 
targets that the enemy cannot possibly capitalize on 
them all; and if he does, he will he countered so 
venomously that his chances for victory arc nil. 
Figure 7 shows such an opening in "The Encircle¬ 
ment of Nancy.” W ,r hen an opponent sees this, he 
will probably shudder in agony, but if he attempts 
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FIGURE 6—There are many acceptable German set ups in "Opera- 
lion; Goodwood" when opportunity fire is used. Iti Ihis one ail 
hidden terrain east of the major stream is denied Allied units so that 
any attack must be painfully open, Further, ihe starred hexes mark 
ihe maximum advance of Allied vehicular units before the first op¬ 
portunity fire attacks will lake place. Due to ihe number of German 
units with a high attack factor. Allied pressure dispersed evenly along 


the from (channel to board C, channel from Granules, and the 
channel via bridge hex AJ2) is doomed to meet failure, for twenty- 
seven vehicular units could be attacked at 3:1 or 4:1 odds in a single 
turn. For the Allies to gain any significant foothold outside 
Granettles, they must pour units through one area in such a Hood as 
to nullify t he opportunity fire threat. In the set up above, the weakest 
area is into St. Athan „ followed by the mute out of Grancetles. This is 


purposely done to channel the enemy into the former roundabout 
route or the latter wide open route. The only other acceptable 
sirategv for the Allies is to play a cm-and-mousegame, sacrificing a 
few units to opportunity fire, then subjecting (hose hexes to fire on 
the next turn- If the rule is used that "A" class weapons can not fire at 
muzzle Hashes {THE GENERAL, Vot, 12. No. 2), (he Allied cat- 
and-mouse lactic will surely be nullified. 


to do anything about it, it is suicidal. This option is 
not always advisable* but it can often scare an op¬ 
ponent into error. 



FIGURE 7—Depicting the Allied first turn in a "hell-beru-for- 
leather" offensive in "The Encirclement of Nancy," the German 
from line will be utterly devastated should they chose to stand and 
fight. Fifteen armored units totalling 24,1 attack factors (undoubled) 
will break almost any defense. The second line of loaded hai ft racks 
(stacked four to a hex) are unsighted and will disallow any overrun 
attacks by the Germans. Note: it is this same kind of front that is 
necessary to break the infantry defense of Attain shown in figure 5. 

6. The SS as an Anti-Personnel Weapon —In 
the final analysis, the optimum use of any weapon 
may be something quite different from what you 
would think. This is an example of how one can use 
what he has at hand to give himself an edge. In 
“Bulge: Thrust'* the Germans have two 88s that, by 
the time they are unlimbered, will be ineffective in 
an attack on Wiln* If they are carried on to St* 
Athan late in the game, there will not be enough to 
use them to clear that city. It would appear then that 
those powerful weapons become (I hestitate to say 
it) useless baggage to the German cause. Rut this is 
not the case t 

If one analyzes the Allied position, he will sec 
that the engineer units in St. Athan can perform 


pre-demolition functions on Ihe bridges, but they 
are unable to actually destroy the bridges until Ger¬ 
man forces have approached to within five hexes. 
Something must be done to harass that demolition 
work, and the 88s fill the bill nicely. If unlimbered 
on the slopes at CH7, they can ply away at the 
engineers with endless 3:1 attacks, guaranteeing 
disruption of the demolition process and giving a 
one-third chance of elimination. This harassment is 
almost mandatory, for if the Allies destroy the 
bridges, the Nazis automatically lose. 

Defensive Action. 

A great deal of quality play comes in defense. It 
is often easy to play decent offense by just bulling 
your way along and butting the opposition around; 
it is not that easy to defend; it takes understanding 
wrought from experience to know how to controi 
the offense with well-coordinated defense. It is 
always a pleasure to perform a maneuver which 
causes the enemy commander to watch wide-eyed as 
his own brilliant move is negated. And it is more 
joyous to watch his jaw drop from the rafters when 
he sees the counter-brilliance of the play. The first 
five strategies here concern primarily the movement 
of pieces; the dosing ten tactics are just further 
"devils in your pocket* 1 to confuse the opposition. 

1. Creating Blocks —Those engineers are in the 
force pool for more reason than just to boost CAT 
odds and dear minefields. Since they have the 
obstacle-creating function, it is good to use it 
whenever possible. Always analyze your defense in¬ 
itially to see if that option will be of particular use. 
In "Bulge: Thrust" such block creation will often 
insure a win. As an alternative, this function can be 
performed in lieu of destroying the bridges, slowing 
the German thrust to a standstill. This is also a very 
nasty thing to do, since you do not have to wait unt il 
the enemy is within five hexes. 

2. The Wrecking Crew. Another nasty 
underhand gambit is to sacrifice three small ar¬ 


mored units in a road surrounded by green hex- 
sides. The rules prohibit the movement of any vehi¬ 
cle across a green hexside if the hex entered contains 
three counters. This is even more effective than a 
block because enemy engineers cannot clear (he 
wreckage aw r ay (a block would also be effective, but 
never as terminal). In "Bulge: Thrust" an Allied 
maneuver of this sort will assure him a win by sever¬ 
ing the Wiln-St. Athan forest road. As I mentioned 
previously, it is best to either pul this rule aside 
where wreckage is concerned, or agree that the 
Allies will not employ this tactic. It is the only way 
to ensure a fair encounter. 1 

3. The Over-Slacked Dispersal 
Block —Sometimes a single hex gains paramount 
importance in the channel of attack, as GVIQ in 
"Elsenborn Ridge" and DBB6 In “The Encircle¬ 
ment of Nancy." If the aggressive armies ever oc¬ 
cupy that single hex with a stack of four units (or 
three units and a block, etc.), a disruption of those 
units will make the hex impassable to all forces for a 
game turn, unless a friendly overrun attack can be 
arranged as a welcoming committee. When the 
timetable is crucial, even a 1:1 attack is an excellent 
gamble to take; even a 1:2 is acceptable if the situa¬ 
tion warrants it. It is always an error to leave oneself 
vulnerable is this manner; as the defender, you 
simply exercise your privilege to show why. 

4. The Solid Wall —This defense is actually a 
double line of friendly units and blocking terrain 
which halts an enemy advance in the adjacent 
hexes. It is best exercised in hidden terrain so that 
direct fire will not reduce the wall to shambles, but 
sometimes there will be an opportunity to exercise 
the tactic in the open. There are two superb ex¬ 
amples of this defense: 

The first occurs in “The Fortified ‘Goose 
Egg T " where an Allied static defense can be 
developed on the C and D boards, which can be ex¬ 
tremely difficult to break because most defenders 
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FIGURE 8—A sure way lo stall the German offensive in "The For¬ 
tified "Goose Estt'" is a solid wall defense on the reverse slopes oft he 
Artain hill and in I he forest and slopes near Wiln. This figure 
represents the German turn two movement in a face-to-face game 
played at GLASCON II- There arc many weaknesses on both sides 


which will not be discussed here, but the Allied wall can be seen to 
halt (he enemy advance. The wall did last unlit the German turn five, 
when indirect fire Masted a hole in the Allied tine at DXS and DW$, 
with Wiln falling in the same iurn; however, the Allies on the ensuing 
turn eliminated the twenty-fifth German unit, yielding a decisive 


victory. and ihe opponents called the game. Before ihe 
breakthrough, enemy units were successively and successfully 
pounded by direct and indirect fire, the latter in the form of three 
M7s, a 155mm Ml howitzer, and an & inch howitzer deployed far to 
the rear. 


are not within the German indirect fire radius, 
Figure 8 shows an example of this on the second 
turn of play. 

The second example of this is in the “Encircle¬ 
ment of Nancy.” Figures 9 and 10 show the Neee 
defense that the Allies will meet on turn two, and il¬ 
lustrate how the “solid wall" can become a mobile 
blockade to an alert player. 



FIGURE 9— This represents the Allied furthest possible advance In 
"The Encirclement of Nancyon turn two. The Germans are safely 
hidden for a time in Nece, stalling the Allied thrust with a solid wall 
defense. In this case, a moving solid wall is possible (sec figure 10), 


5. The Stream Sneak Blockade —Before 
discussing the block Jt is necessary to say that ihe 
stream sneak is an offensive tactic of pushing infan¬ 
try units across streams ai non-bridge hexes to in¬ 
filtrate enemy lines. The tactic can be easily 
countered by moving friendly units adjacent to the 
wet-Tooted sneakies. Since units in streams cannot 
attack, the infiltration is effectively foiled—no at¬ 
tacks, no exit. 

6. The Fortified City —Only two scenarios use 
fortification counters. An excellent way to max¬ 
imize Ihe chances of German victory is lo deploy 
the forts in the cities, since victory conditions de¬ 
pend upon the number of cities controlled at the 
dose of play. A fortified city is very difficult to con¬ 
quer because of the high defense factor, and only 
through repeated bombardment and subsequent 
close assault will a city fall. 

7. The Fortified Bridge —A variation of the 
fortified city is the bridge. Since “control” of a 
bridge is defined as controlling not only the bridge 
itself bui two hexes, one on either side of the bridge, 
it is very nasty to place a fort in an adjacent hex, 
especially if the hex is forested, PL afficionados will 
immediately know that I'm talking about hex RG9 
in “Gold Beach.” It is not good to actually fortify 
the bridge itself (ihe title is misleading), for then ihe 
fort would be exposed to direct naval fire. 

8. The Wagon-on-the-Fort Trick —In "Omaha 
Beach,” initial naval indirect fire can be 
devastating to an exposed bunker. There are 320 
factors available that could hit a fort at 4:1, almost 
insuring a kill. But that first turn indirect fire must 
be programmed prior to any German unit deploy¬ 
ment; therefore, if a single wagon is placed on top 
of the exposed position, Allied indirect fire will be 



FIGURE 10—German turn two in "Nancy.’* In an effort io use Nece 
as a blockade for another turn, the Germarf GW3B overruns the 
Smart at S4, guaranteeing a disruption ai 3:1 minus 2, and giving a 
two-thirds chance of a kill. The other GW38 does the same to the 
Stuart at T2 with the same results. If this overrun results in a kill, the 
Hewer may overrun ihe ihird Stuart. (If this is no! possible, the 
Hctzer simply moves to T3, giving the Allies a 1:3 attack on that hex 
on iurn three, yielding a one in six chance of disrupiionT A truck 
moves lo V3 to seal the block, and the truck at T5 unloads and moves 
to U3, preventing an overrun or German forces. The play is a gambit 
of sorts: it sacrifices a SMG unit and risks the loss of the Keizer, but it 
is worth the risk and it prevents Allied pressure on Artain until turn 
(We. 
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cut in half as per the odds determination rules for 
indirect fire. In this manner, the wagon will be hit at 
a solemn 30:1 ^ while the fort is hit with a liveable 
2:1, having a single chance of elimination. This is 
really unrealistic, but no more so than the 2-3-ft’s 
in STALINGRAD that hold an entire army at bay. 
We must learn to make the rules work for us. 

9. The Empty Fort Ploy— It is always a 
pleasure to see an enemy blast away at an empty for¬ 
tress, wasting his ammunition as well as his pa¬ 
tience, The situation arises when artillery is 
deployed in a carrier beside the fort and out of the 
enemy line of sight. This way if the fori dies on the 
first turn, the carrier trucks the artillery off to a new 
location. Be careful with this one! In one game, my 
fort was only disrupted, and as my 88-loaded 
wagon slipped into the hex, it was annihilated by 
naval opportunity fire. There seems to be a sneaky 
counter maneuver for every dirty trick, 

10. Understanding the Options— A good 
player always examines the victory conditions of a 
situation with a hawk's eye. After much competi¬ 
tion, new ideas will still continue to popup and say, 
"Here 1 am.” In “Utah Beach” the Allies get to 
choose from three objectives. Since the Germans 
cannot effectively defend all three, Ihey can elect to 
gamble a bit by defending only two of ihe objec¬ 
tives, thereby giving themselves more of a defensive 
punch. The only problem is that the undefended 
hexes would be the enemy's objective, which could 
be a tad humbling. If the German commander likes 
to take a long shot, he can almost assure a win if he 
defends a single objective and his guess turns out to 
be correct. How lucky are you? 

11. Channeling —It is possible to force the 
enemy to move where it suits you best, to mold his 
attack and lead him into traps as if you had a hand 
in controlling his forces. There is ahvays this factor 
in a solid defensive set up, but even a fluid engage¬ 
ment can be changed radically. In “St Lo” for ex¬ 
ample, the Allies have a choice of victory condi¬ 
tions. They must either capture all of Granccllcs, or 
they must capture half of that city and all of the 
other chies on board A (Caverge, Kuhn, and 
Sambleu). Caverge can be easily conquered, but 
Kuhn and Sambieu lie well behind enemy lines. 


Since the Allies needn't declare an objective, they 
can change their minds at any point, according to 
the opportunities which present themselves during 
play. It is* therefore, in the best German interest to 
choose his enemy'e victory conditions for him by 
channeling his attack and defending in force. 

By beginning the game with the German 
engineer deployed on the single bridge hex at AJ2, 
bridge demolition is almost guaranteed by turn 
four. A blocking action of any consequence w ill 
shield the engineer from attack, and just prior to 
blow ing the bridge, blocki ng units can race to safety 
so they will not be snared in their own trap. The 
block itself grows simpler as time passes because the 
channel narrows considerably as it approaches the 
bridge. After the demolition, German units will 
reach G ranee lies from the rear to bolster the city 
defense. 

The effect of all this is that the only way the 
Allies can gain access to Kuhn and Sambleu, the 
rear area cities, is to blast through Grancelles, By 
blowing the bridge, the German has forced the 
Allies to satisfy one set of victory conditions before 
they have a chance to try for the alternative. Know¬ 
ing the enemy's plans can make the defense much 
stronger. 

A similar rotten trick can be performed in 
“Turning Point: Celles” if all German units 
evacuate one city and dash off lo defend the second 
in a ploy to win a tactical victory. 

12. Increasing Defense Factors— Many situa¬ 
tions involve city control for victory. The rules tend 
to favor units defending in a city because all defense 
factors are combined, and the units receive the plus- 
one die roll bonus. Thus a stack of rifle platoons 
could defend at 24-32 rather than at the individual 
printed factor. Unless the enemy can amass a 
tremendous armored offensive, the city is almost 
invulnerable. Assuming three German rifle pla¬ 
toons and an engineer occupy a hex, the Allies must 
muster 136 armored attack factors to get a two- 
thirds chance of a kill. Sometimes the task is at¬ 
tempted with indirect fire. Using the same four 
units as before, 240 attack points are needed to pro¬ 
duce a series of 4: Is. This is one of the few times 
that high stacks can be dreadfully effective. 



FIGURE 11—The artillery "pocket" can often minimize [he threat 
nl Allied aircraft r In this deployment, anti-aircraft weapons are posi¬ 
tioned so I hat bomber attacks cm the larger guns mus! he within half 
range, doubling the A A weapon's- attack faaor*.. Untis arc also 
deployed one lo a he* so (hai multiple eliminations will not occur in a 
single hex. Granted, some unit.s are deployed unrealistically, sur¬ 
rounded by green licxsidcs so that they are stuck until the end of time 


according to the rules, but this is necessary to keep the artillery in a 
concise group., There are iwtj weaknesses to this setup: 1) Allied L5 
observation craft can spot the artillery for indirect fire with a small 
chance of disruption (one in six}; 2) in such a congested area, enemy 
indirect fire can be subjected to ieiittcr and still do a greal deai of 
harm. 


13. Minimizing the Air-Artillery 
Threat— Pesky fighter bombers can pm a thorn in 
any German setup. Often the threat can be 
neutralized for a time by carefully plotting artillery 
“pockets” that arc easily defended by anti-aircraft 
weaponry. “Rastogne: Siege” is a great situation to 
give this a try. Figure 11 presents a sample pocket 
from this scenario, li can be attacked, but it can 
also be defended. 

14. Changing the Odds of Victory Through 
Slacking— Again, this is a gambit of questionable 
nature, depending on the course of play. In 
“Remagen Bridge” German armored units can be 
sacrificed so that the Allied close assaults and block 
removal threat can be better countermanded. The 
wrecks count for stacking purposes and can serious¬ 
ly limit Lhe enemy attack threat within Artain. It is 
difficult for the Allies to mount a serious CAT 
threat when they can only muster two units in a 
single hex. Before the situation card was corrected 
to include only two German halftracks, it was possi¬ 
ble to fritter away all three on the block on the Ar¬ 
tain Bridge, thus making it impossible for the Allies 
to win because an engineer must enter the hex to 
clear the block, and he couldn’t do that since ihe 
slacking was already at max. At any rate, lhe 
technique is normally suited to a congested situa¬ 
tion, 

15. Shortening the Game by One Turn —This is 
actually not a tactic per se; it is more a perception of 
the definition of “control” as it works within a se¬ 
quential movement system. Many scenarios, even 
the macro-game, determine victory by control, 
which is defined “if at least one friendly unit oc¬ 
cupies, or is the last to enter or pass through ♦ , , ” 
It is normally the burden of the offensive player to 
capture these hexes, while the defender sits and 
waits for the attack to come. It should therefore be 
apparent after the first player’s fire phase in the last 
turn, that if a hex in queslion is still occupied by 
enemy units, the game is over. Furthermore, on the 
turn prior to that, if spotting units can be eliminated 
or disrupted, the game ends an entire turn in ad¬ 
vance since no attack on the victory hex would be 
possible. Use of “split-move” will alter the finality 
of this somewhat in situations like “The Encircle¬ 
ment of Nancy,” but in those like “The 
Reichswald” there can be no reprieve. 

AN AFTERWORD 

In trying to capture the flavor of PANZER 
LEADER , the qualities that will make it stand the 
test of time and continue to permit its system to be 
enjoyed by all of us, I've come to the realization 
that as a person settles into a favorite game, it 
becomes more to him than a simple simulation. I'd 
use terms like “empathy”, “understanding”, 
“participating with”, and “vicarious” to describe 
the course of play. And now 1 add still another: 
catharsis . Though the term is usually applied to 
Greek theater, it can also be applied to the dramatic 
action of wargaming interplay when opposing 
forces meet in simulated battle. 


ORDER BY PHONE 

We will now accept game orders by phone 
from those individuals with currently valid 
M ASTE RCH ARGE, B A N K A M E RICA R D 
(VISA), or AMERICAN EX PRESS credit cards. 
The number to call is 301-254-5300. Ask for CIo 
Newton or ext. 34 and state that you wish to place 
an order for a game. You must give the order taker 
the number, expiration date, and name of your 
credit card along with your order and shipping 
address. Phone orders are available every Mon¬ 
day Friday from 8:30 AM to 5 PM. Absolutely no 
collect phone calls can be accepted. 
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THE SHIPS OF WAR AT SEA 

A Look Behind The Names On The Counters 


By Kevin Duke 


Kevin Duke's analysis of WAR A T SEA is dif¬ 
ferent from others we've seen because he plays the 
game with the optional hidden movement. Besides 
changing the play balance quite drastically, / don V 
care for this version because it emphasizes luck far 
too strongly, "What”?* you say w "he's talking 
about luck in Yahtzee at Sea?. For all its dice rolls, 
WAS is an excellent game of strategy for those 
who like to ponder probability. Adding the H fog 
of war'* with Hidden Movement may be more 
realistic, but it reduces the German to playing a 
guessing game. Nevertheless, for those who 
disagree or wonder about the fate of the ships 
behind the counters, Kevin's article makes in¬ 
teresting reading. 


WA R A TSEA may need only time to become a 
"classic 1 ". While very abstract instead of "realistic", 
it still combines ease and brevity of play with lots of 
excitement and may well be a gamer's most oft- 
played game. One of its attractions is that, though in 
a simple form, you have in your hands many famous 
ships to do with as you will. You also have many 
ships that aren't so famous. While we all know what 
happened to Bismarck and Hood, there are many 
other worthy stories involved with the Ships of 
WAR AT SEA. While makings general appraisal 
of each ship's value in the game. I'll try to give a little 
flesh to the bones of an unfamiliar ship name. 

ft should be noted that I advocate using the 
optional rules concerning “hidden” British move¬ 
ment and U-boat replacements {but not the 
Bismarck reduction) With the German able to pick 
where the battles will be, the knowledge of exactly 
what is where is a targe advantage. However, you 
will notice that, with the "Abandon Mcd"strategy, I 
think the British have the advantage, "Hidden” 
movement gives them yet more of an advantage, 
but, 1 still think it makes for a more interesting 
game. If you find the British win too frequently, you 
might drop hidden movement or up the Mediter¬ 
ranean POC to 3 (though definitely retaining the 
face-down British counters, for now their back wall 
be to the walk) 

THE BRITISH 

One of the oldest principles in British warship 
design was that a large number of good ships was 
better than a few outstanding ones. With an 
enormous amount of sea area to defend against 
enemies that could pretty much pick where they 
wa nted to at tac k, numbers were the answer, for they 
could have some ships there to battle with the 
enemy, with the possibility of reinforcements. This 
fits the British in WAS to a *'T’. While they have 
nothing "big and ugly" like the Bismarck, anywhere 
you stick vour Axis bow you’re likely to find lots of 
things that shoot with 4 dice. It s grim for the player 
on the right. For the British, while game mechanics 
do not allow the concept of reinforcements, this is 
abstractly covered in the idea that anyone in the sea 
area will be in the battle. So you must follow your 
historical precedent, NEVER GIVE THE GER¬ 
MANS A FREE SEA. Many new players, having 
been mauled by a skillful German, will try to 
marshal a respectable force in some areas and 
abandon others. Making abusive remarks about 
cowardly "krauts" will seldom draw' them to you. 
You can expect them to take the freebie. Indeed, 
with enough strength, the Axis player may take the 
open area and *attack someplace else. The one 
exception to this is the Mediterranean Sea, 


sis 


It will be pretty clear that 1 advocate the British 
using the "abandon Mediterranean" strategy. It 
isn't very historic, but then, neither is total Italian 
reaction, and WAS is a game of "What might have 
been” (in games where the German player h running 
amuck with the POC counter peaking on 10. it even 
seems odd to lose France to an "invasion" he has no 
opportunity to prevent). The British fleet spread 
over five seas (and perhaps mauled by the Italians) 
has a "sticky wicket" indeed. Dividing his fleet four 
ways instead of Five, and dodging six {eventually 
eight) Italian "4s" is pretty much worth giving up 
two POCaturn. If you successfully stomp Jerry and 
the RAF whittles down two or three BBs you may 
go down and reckon with the "Eyties", Keep your 
eyes open for a chance to do it on turn three or four 
(like if the Germans have lost or damaged much of 
their licet and aren't likely to go anywhere but the 
Baltic this turn) where you can either smash the 
Italians or at least deny them the four-in-a-row 
control of the Med they need to stay intact on turn 
eight. 


THE SHIPS 



4 4 3 





4 4 3 



4 4 3 


Old BBs: the 4-4-3s 


Keep them home. Their speed gives them only a 
1,3 chance of making it two areas, and that just isn't 
good enough. You have lots to keep them busy in 
the North Sea and Atlantic so keep them busy, 
instead of sitting in port. 

For ships that should have been retired before 
the war began, the "R” class had an exciting time of 
it. Royal Oak sank in Sea pa Flow from Gunther 
Prien's U-47 In almost the opening days of the war. 
She still rests there undisturbed as a war memorial. 
Rami Hies did a little Atlantic escort duty before 
being sent to bolster things in the Pacific, where it 
was promptly torpedoed by a Japanese midget sub 
near Madagascar, It managed to survive the rest of 
the war quietly. Resolution was torpedoed bv a 
French sub and nearly sank. Revenge managed to 
participate in the Bismarck chase but got there too 
late, and Royal Sovereign spent most or the war 
making convoy attacks dangerous for German 
raiders—successfully it seems, for it never saw any. 
Considered too small for the engine modernizations 
the Queen Elizabeth class got. the "Rs” represented 
slowly plodding batteries of eight 15 inch guns. As 
new battleships arrived to take their places, and the 
German naval threat shrank, they were retired and 
scrapped. 
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Old BBs: the 4-4-4s 

Also too slow to do much travelling, but 
somebody has to. They have a 50-50 chance of going 
two seas, so it's a "Do you feel lucky?" situation. 
When Russia enters the game, you might "strand" 
a couple of these on the Murmansk run, for the 
Barents tends to get pretty warm w hen the convoys 
come through (or try to). 


The Queen Elizabeth class battleships were 
commissioned in WWI (all but Valiant were at 
Jutland) and modernized into faster ships between 
the wars. Still obsolescent, their WWI I careers ran 
the gamut from fabulous to awful. War spite took 
more battle honors then any British ship in the war, 
showing up just about any place there was action. 
Crippled by glider bombs at Salerno, it still made it 
back in time to shell the beaches at Normandy. 
Barham backed it up in the battle (more of an 
execution) of Cape Matapan but was sunk in the 
Med by U-boats, a fate Malaya nearly shared, 
though she managed to limp back to port. Valiant 
and the Queen Elizabeth both saw no major action 
and were sunk in Alexandria harbor by Italian 
frogmen. Valiant was raised, but the Queen 
Elizabeth was too far gone. 
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The 16-inchers: Rodney and Nelson 


These 5-5-3s are the "meat" of the British line. 
You'd like to park them both next to Bismarck and 
then next to Tirpitz. In other words, where you 
expect the Germans to go, send these. Now the bad 
news. Built to strict treaty limitations these ships 
sacrificed speed and conventional layout in order to 
gel the most armor and gun on a "legal" ship. The 
speed is a problem. Too valuable to spend any time 
sitting in the harbor, these ships represent the 
"gutsiest" speed roll the British have, and one you 
might not want to try. 

In action, the Rodney's pounding of the 
Bismarck is legendary. While the German ship took 
nearly forever to sink, the 16 inch shells from the 
Rodney (with some notable 14 inch assistance from 
the King George) had reduced It to an armor-plated 
island long before then. Seeing everyone else 
torpedoing what was left of Bismarck, the Rodney 
remembered that it had one submerged tube on each 
side and went into Guiness as the only battleship to 
torpedo another battleship. Nelson had a less 
glorious career, finding a mine early in the war and 
an Italian aerial torpedo later on. Both ships used 
their 16 inch guns at Normandy, and survived the 
war. 

If you’re playing an unfamiliar opponent and 
have both old and new BBs in a fight, you might try 
to “sacrifice" the old ones where possible. Some 
Germans, faced with BBs doubling up on their 
ships, lose interest in exactly which BB they shoot 
at. as long as they're parked next to one of them. It’s 
a slim chance, but costs nothing to try. Some may 
see it differently, however, for much or WAS centers 
on a ship's ability to "live" through one hit. You 
might want to put your "5 hit" ships in the danger 
spots, and the German mighi want to shoot at your 
"4 hit 15 ships on the grounds that there Is less chance 
he'll have to shoot at them again. This is pretty much 
up to player preference, but don't just be impressed 
with a “pretty face". Consider what's going on in this 
battle and what you and your opponent will need in 
future battles. 
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New BBs: 4-5-6S 


The best British combination of speed, armor 
and firepower, you never have enough of these, 
while the German is certain you have too many. 
They have a good chance of surviving one hit. These 
are the British "marines" 1 that can be rushed to the 
trouble spots, and sent to relieve the "Barents Sea 
Patrol" that got squashed last turn. Prince of Wales 
accompanied Hood when they met Bismarck and 
had to move to avoid what was left of Hood. Being 
heavily damaged herself* she remembered the bit 
about discretion and left. After repair she went to 
the far east with Repulse and learned what the 
Japanese thought about gunboat diplomacy. King 
George V fought beside Rodney against Bismarck. 
while Duke of York slowed a fleeing Scharnhorst 
down enough for that ship to be sunk with gunfire 
and torped oes. A nson a nd Ho a e ca me a Iong after 
things had quieted down and saw no major sea 
action. These ships were armed with ten 14 inch 
guns, dubbed "special” at the time to drown out 
questions about what seemed to be a step backwards 
in armament. Though adequate, they were modeled 
after WWI guns and little different. 

As much as you may have a tendency to sail 
these fast ships together, there is reason to use some 
with the old BBs that patrol close to home. While 
PGCs are the name of the game, sinking enemy 
ships and/or keeping your ow n afloat are a big part 
of that. The German may stick his bow into a sea of 
face-down British and not like what turns over. 
After one round of combat, he may decide to fight 
another day and leave the battle. Old BBs wilt, 
except for much damaged Germans, have nothing 
to do but wave. The new BBs are quite useful for 
running down pocket battleships and damaged 
anyth! ngs. 



The BCs: 3-3-6s and a 4-4-7 


Not quite as powerful nor as well defended as 
the old BBs, their speed makes them highly valuable 
in the early pail of the game, when the British are 
particularly short of that commodity. These will 
probably patrol the Barents in those early turns 
when Murmansk is not in play, but they are also 
useful for chasing down withdrawing Germans. 
However, their speed and weak defense will attract a 
lot of fire, so enjoy them while they last. 

Renown and Repulse spent so much time in 
drydock during the first war they were dubbed 
"Refit” and "Repair”, Continually modified be¬ 
tween the wars, they scarcely looked like sisterships 
in 1939, Both were involved in the fighting around 
Norway. Renown actually exchanging some 
"broadsides” in an inconeJilsive action with Scham- 
hurst and Gneisenau. Repulse accompanied Prince 
of Wales to the Pacific and subsequently to the 
bottom. Renown was involved in the Bismarck 
chase, and was the only true battle cruiser to survive 
the war. Both carried six 15 inchers. 

With the strength of the old BBs and "go 
anywhere" speed, the Hood is likely the most 
valuable ship the British have. This, together with 
historical precedent, will see it draw fire like bees to 
honey, A German who sinks the Hood early (like on 
the first shot) will always make belittling remarks 
about the “Pride of the Royal Navy”. Enjoy the 
Hood while you have it. 
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CAs: the 1-1 -7s 

You’ll never have enough. These are your "go 
anywhere" ships. They "get there" without giving 
you ulcers hut the question is can they do the job? 
Answer: probably. In WAS four cruisers are better 
than one battleship in several ways. While matching 
the gunfire of a battleship (at least at first) they take 
a longer time to kill because the maximum damage a 
hit can achieve vs. them is + 2\ CAs will also be used 
to add on a shot or two to battleship salvos and 
w hen using the optional rules, as "dummies” where 
the German is left to wonder whether that tall stack 
is all cruisers or worse. 

Cruiser speed is also useful when the German 
has decided he’s had enough and chooses to leave. 
But. don't be too careless with your little ships. You 
have eight of them, hut the German would be only 
too happy to reduce that for you. If you have several 
ships, it’s probably a good idea to chase the enemy, 
but a cruiser to cruiser pursuit had best be 
considered for a long time, for your battle report is 
likely to read, "We chased the enemy, and, 
unfortunately, we caught them," 

The "counties” show up a great deal in action 
reports. Exeter weal! remember fought GrafSpee at 
River Platte, losing two out of three turrets. Despite 
its heroics at River Platte* the Exeter was not a very 
good design, to the point where it was said, "The 
Exeter looked like it was designed for Britain to sell 
to another country that they would immediately 
declare war on." It went down in the Battle of the 
Java Sea, Dorsetshire joined it about the same time 
near Ceylon. Kent and Cumberland managed to 
avoid any major actions, though Cumberland was 
on the "reception committee” waiting for GrafSpee. 
Norfolk served its time out on Barents convoy duty 
and joined Duke of York in sinking Scharnhorst , 
Devonshire managed some prestigious activity, 
transporting the King of Norway (and the crown 
jewels) to England and sinking the Q-ship Atlantis. 
Suffolk was the first ship to sight Bismarck and 
shadowed it the whole trip, Sussex was bombed 
during refit in 1940 and sat out the next two years. 
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The Carriers 

Carder use in WAS is pretty straightforward. 
You always want some, but it’s unw ise to have more 
than you "need" (if the German has four ships left 
and you put 7 or 8 airstrikes in one sea, you have idle 
airplanes) and carders that might be lost). Carders 
are a thorn in the side of German players, always 
likely to disable (send away), sink, or damage (and 
thereby destroy the gunnery advantage) your ships, 
usually the most important ones before battle is 
joined. Little is more enjoyable to Axis players than 
to defeat the capital ships and run down the carriers 
(though disabling one instead of sinking it will 
usually cause much profanity!), while the relief to 
AII ied folk of removing Bismarck's + 1 is far better 
than Rolatds, Carders mean death to U-boats, and 
even the Eagle gets three die(wheh, together with ils 
air strike and gunnery factor, make it a nice North 
Atlantic convoy escort) and more than one U-boat 
stack in the hidden game has swept upon a small 
stack of ships to "rob” a POC and found a multi- 
carrier trap. 

Ark Royal is the best. It has the speed to get 
there and lots of airplanes. Use it where you can use 
all of it. Quite good for Barents support or if you 
swoop down on the Italians, but, beware. You can 
count on attracting airstrikes a nd surviving subma r- 
ines. In the war. it was Britain’s only "real” carrier 


when the festivities began (Glorious and Coura¬ 
geous were conversions) and may be best known for 
t he lucky rudder hit one of its "Sword fish” delivered 
on Bismarck that kept it from escaping. It was sunk 
in the Med by the same U-81 that almost sank 
Malaya. 

Courageo wjand G lor tons a re si owe rand wea ker 
but still quite handy. The low defense factor might 
reflect their bad luck, for Courageous was sunk by 
U-39 in September, 1939 (during the “phoney 
war"?) and Glorious had an even less glorious end as 
it actually was chased down and dispatched off 
Norway by Scharnhorst and Gneisenau. 

Illustrious, Victorious, and Formidable are a bit 
stronger and a bit faster and can team up with the 
cruisers for a guararUeed-to-gct-there force to 
support anything in the Barents or Med. All three 
survived the war. Illustrious was part of the 
devastating attack on Taranto, Formidable was at 
Cape Matapan (her planes made the hit that 
stopped Pole and started that series of events). 
Victorious was part of the "chase the Bismarck'" 
force. Ail three were sent to the Pacific eventually. 

Eagle is a sentimental favorite with many and a 
contemptible mongrel with others (mostlystung 
Germans). It was built on a hull intended as a 
battleship for Chile, which may somewhat explain 
giving it a fire factor for nine 6 inch guns. Still, it 
makes things interesting. Eagle did a lot of duty 
ferrying fighters to Malta before being sunk by U-73 
in mid-42. 



THE GERMANS 

Why Hitler, land animal that he proclaimed 
himself lo be, went along with building big 
expensive ships is a mystery. Obtaining the treaty to 
be able to was a diplomatic victory, but actually 
doing so may have been a blunder. Still, with the 
force he had the Germans posed a moderate threat 
to the "English lifeline” (though, historically, the 
English have regarded other countries’ canoes as 
threats to their lifeline.) Hitler claimed he couldn’t 
sleep when the capital ships were at sea, though you 
wouldn't think he’d have lost much sleep as 
infrequently as that happened, Tirpitz fired its guns 
offensively only to bombard the defenseless base at 
Spiizbergen. Mostly, the German ships sat in port 
and had bombs dropped on them. As the German 
commander, you have to keep the British off- 
balance—if at all possible. Use oilers, France, U- 
boats, sleight-of-hand, or anything else you can 
think of to keep from spend i ng t he ga me blockaded, 
facing tall stacks of ships in the North and Barents 
Sea. 

Many consider KM 5 to be balanced slightly (or 
more than slightly) in favor of the Germans. I 
disagree. Mind you. 1 enjoy playing the Axis (it 
being more interesting to direct the game rather 
than to "divvy" up the fleet and wait for "them" to 
come to you) hut I think the Germans have to be 
lucky. The problem is* you’re playing an opponent 
who h only too happy to trade losses with you* ship 
for ship. You need to "dodge” his first salvo and 
blow him away with yours. If you can inflict 
casualties early, keep your fleet intact* and avoid 
being blockaded, you can indeed stretch the Royal 
Navy thin and defeat them in detail. But. you'll 
undoubtedly note that is a lot of "ifs”. You need an 
early lead* as the convoys represent some quick 
points for theend game. The German that wins a sea 
on turn one at the cost or both BCs and a couple of 
others will have a rough time of it. Remember, the 
British have a history of losing ha tiles and winning 
wars. 
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BBs: the 4-9-6s 

Bismarck and Tirpitz are the bogey men of 
WA R AT SEA. Some feel the nine defense factor is 
too high. However, despite countless torpedo hits 
and Rodney and KG5 pounding away at 2000 yards, 
there arc reports that Bismarck was actually scuttled 
to prevent boarding. Either way, it took an 
enormous amount of damage. Tirpitz was the focal 
point of 22 planned attacks, including carrier 
planes, midget subs, and heavy bombers with 
special bombs. In game terms, these are your main 
punch. The British may likely ignore other ships to 
make sure of sinking these. With them, you have a 
threat, without them, it’s only a matter of time. Your 
gunnery advantage is very* important, as you need to 
blow away your opposition before you get hurt. 
Only in rare cases, then, should you sail into battle 
when damaged. 

If this is a stay home and bandage the fleet turn, 
sail everybody who isn’t being repaired into the 
Baltic. The Britisher might send the RAF after even 
one or two damaged ships. He will certainly send 
them after more if you give him a selection. The 
British player finds the German gunnery advantage 
loathsome, and will not pass up a chance to take it 
away from you. This is one of the key differences. 
You hate to put “one hit” of damage on his ships, 
where he feels pretty good whenever he manages to 
do the same to you. He’d like to sink you. but that 
one hit represents one turn when you cither won't 
sail, or will face him on “equal” terms, and you 
know what the British consider “equal”. Most 
navies had adopted the “all or nothing” armor 
principle, where vital areas w f ere heavily armored 
and less vital ones armored not at all. The Germans 
stayed with the old “armor everything” principle. 
Though hard to sink, they were far too easy to 
knock out of action. 


Sdwmhortf 



3 5 7 


Gwiimiu 



3 5 7 


BCs (?) the 3-5-7s 

No one is sure how to class Scharnhorst and 
Gneisenau. Battle cruisers generally sacrificed 
armor for speed and armament. These two 
sacrificed armament for speed and armor, carrying 
“fleet in being” all the way. Perhaps as raiders they 
were well suited to pummel cruiser escorts and stay 
protected from damage when far from base, but 
they had little or no chance against a full battleship, 
as the Scharnhorsfs demise demonstrated. Gneise¬ 
nau had perhaps the most ignoble end of all she 
was scrapped, with two turrets going to defend the 
Norwegian coast and one to Denmark. 
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BBs: the “pockets” 


Classed as “armored ships" these cruisers were 
not a bad design as raiders. Intended to destroy 
anything that could catch them and run from 
anything that could hurt them, the action at River 
Platt debunked that. Two light cruisers and a 
marginal heavy cruiser (six 8 inch guns) put the hurt 


to the Graf Spee. Lutzow • and Scheer did a little 
raiding, (but only a little) before succumbing to the 
sit-in-port-and-bc-continually-damaged by air¬ 
planes disease. Perhaps they would have been more 
useful as regular cruisers. 

As the slowest German ships, these are the ones 
that stand the least chance of making it two seas. 
Should you feel strong enough to attack someplace 
else and want to get a “freebie” POC for the Baltic, 
use one of these. 
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CA: the l-2-7s 

Good but overworked. They often end up 
having to slug it out with battleships, a habit with 
dim prospects. Like the British, the Germans would 
love to have more of these (but, the Germans w ould 
love to have more anything.) 

Historically, Blucher goes on the list of unlucky 
ships. Committed to the Norway expedition before 
fully shaken down, she entered a harbor thinking 
the defenses had been silenced by troops. They 
weren’t. Land-based torpedoes gave Blucher a de¬ 
mise that was, at least, unique. Hipper had chronic 
engine trouble and spent most of the war tinkering 
with that. Eugen made several good raids, survived 
the war and the Bikini atoll test, and was put to 
sleep. 
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CV: the 1-2-8 


Graf Zeppelin never quite made it. though why is 
a complicated matter. Much of it hinges on the fact 
that Goering demanded that anything that flew 
came under Luftwaffe jurisdiction. Hitler ques¬ 
tioned the value of a carrier, but later ordered his 
capital ships to never sail into opposition if the 
British might have carriers. The Zeppelin was kind 
of on again-off again throughout the war, and was 
perhaps 90% finished. The Russians took it as 
reparation and loaded it so full of other “repara¬ 
tion” that it sank in a storm on the way to Russia. 
It is the fastest ship in the game, and needs to be. 
The British prove remarkably unwilling to let 
anyone else have carriers. One troublesome ques¬ 
tion that might arise is whether to commit the Zepp 
to the surface battle after the air attacks are over. If 
there are lots of British, you might not have to 
trouble long over this, as they will most certainly 
come after you. If you do have a choice, consider it 
carefully. You might try adding its shot to someone 
elses’ except that the Britisher will most likely want 
to sw'itch targets from somew here to insure shooting 
at your only carrier. What it boils down to is what 
part of the game you are debating. If it’s the last 
turn, there is little cause for thought, for that is all or 
nothing time, something to keep in mind the farther 
the game goes along. Weigh the point spread. Do 
your math carefully on the last couple turns. You 
may be able to let the convoy through and still win 
by denying POC with U-boats and sailing into the 
Baltic, for example. WAS is one of the few games 
wherein victory is occasionally clearly predictable. 
Do your adding and subtracting, and grin devilishly 
if you can sail out of reach and win by one point. 

Oilers 

The ships without counters, and. therefore, 
often forgotten. They give the Germans the 


possibility of extreme mobility early in the game, 
and may give you that vital “early lead”. You’d 
better get an early lead, too, for if you're behind 
when the convoys start coming, you'd better start 
thinking about the next game. 

1 haven't dealt with individual German ship 
strategy, because there is little. The Germans are like 
a big happy family—they like to go everywhere 
together. WAR A T SEA gives the descendants of 
the High Seas Fleet their dream come true—they get 
to attack a portion of the British fleet with 
everything they have. They should not let the 
opportunity slip by. 
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ll-boats 

The German ace-up-the-sleeve. Beginners often 
parcel them out one or two at a time and they get 
smashed to no end. If you accumulate them until 
you have a chance of survival, you can “rob" POCs. 
break blockades, and maybe even hurt a ship or two. 
They arc also useful if the Russians sail and you 
don’t want to disperse your force by sending ships 
there, but sure don't want to give the Allies the two 
POC. 

As a review' of the British losses reveals, the ll- 
boats made themselves felt by the Royal Navy. The 
convoy vs. wolfpack story is well-known and the 
wolf packs certainly came out on the losing end. In 
game terms, the convoy, usually accompanied by a 
few ships and a carrier or two. is usually too tough a 
nut to crack for U-boats. 


THE ITALIANS 

The Italians have a nice big lleet with a number 
of nice big ships that often do nothing but make nice 
big targets for an RAF that has nothing else to do. 
This is more than a little frustrating when “up 
north” the Axis is thinking about arming fishing 
boats. Some British will swoop dow n on the Italians 
after there are little or no Germans left, but, aside 
from revenge, the Axis generally has little to gain by 
this. Still, the two POC and the Italian defection 
may prompt some Britishers to send a “smash-them- 
once-and-be-done-with-it” force, particularly if the 
Germans arc weak and blockaded. The Italians 
might play “fleet in being” and not sail, but they are 
usually so tired of doing nothing that the chance to 
inflict damage is a strong temptation. 

The Italian Navy did not build a very impressive 
reputation during the war. In game terms, their 
“shooting” is just as good as the British, though a 
string of misses will often give rise to rude remarks 
by one or both players. But, such is the attraction of 
“beer and pretzels” gaming. 


THE SHIPS 




tn 


ha 

1 1 7 


1 1 7 


1 1 7 


CA: the M-7s 


These are the Italian “gnats” that can leave the 
often abandoned Med and give some aid to the 
Germans, who need it. They are gnats only 
compared to the German ships though, and they can 
be quite useful at “back-dooring” the British, but if 
they try it alone, there may be no more “gnats”. 
They did not fare well in the war either. At Cape 
Matapan, Pola was stopped dead in the water by 
aerial torpedoes. Zora and Fiume went back to help 
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after dark, and were found by War spue and Barham 
at close range. Then there was one, Gorizia spent 
much of the war repairing torpedo damage. 
Captured hv the Germans after the capitulation, it 
was sunk by Italian frogmen, this lime on the other 
side. 
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Old BBs: 4-3-5s 
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These modernized WW1 ships area little hard to 
classify, for they come out like light battleships or 
skm battle cruisers. While not great ships, there are 
lots of them Di Cavour was sunk and Cat Duilio 
damaged at Taranto. Daria Cesare was the only one 
to see a major action, and that the inconclusive 
Ca la b ria. Cesare and Duilio we re bo t h s u r re nd c re d. 
All had ten 12,6 inch guns. 
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New BBs: 4-6-6s 


Excellent ships. The two that the Italians begin 
with are largely responsible for the British reluc¬ 
tance to tangle with the Med. while the two they get 
late in the game can make the end interesting. 

Littorio was sunk at Taranto hut raised in time 
to see action in the second battle of Sirte. Vittorio 
Venera was damaged at Cape Mata pan and saw 
several small actions. Both, together with the not 
quite complete hnpero. surrendered. Roma was 
commissioned just in time to surrender but, on the 
way to Malta, she was hit by a “mhtleto" radio- 
controlled bomb and sank. In defense of the Italian 
Navy, the smaller vessels—destroyers, torpedo 
boats, and the like fought with great gallantry, 
often against heavy odds. One foul-up for the 
Italians was Mussolini's insistence that the Med 
islands would be Italy's “aircraft carrier''. As you 
can't sink an island, it might not have been a bad 
idea, had not the Air Force controlled all the planes, 
for Italy was mired in the same kind of bureaucratic 
rivalries that Germany was. 


MINOR NAVIES 

Referring to the U.S. and the U.S.S.R. as 
"minors" seems a bit odd. but in WAR AT SEA. 
such is the case. They total eight ships that you have 
little or no control of. The Allied player is at the 
mercy of the die rolls, w-ith his only options being the 
nearly inconceivable act of nor sailing some of the 
American ships that have been “released". The 
American ships really do help, for they uphold their 
historic function of freeing British ships to go 
elsewhere. The Russians are good only for unpre¬ 
dictable nuisance raids. The Germans can steal the 
POC with a U-boat or two, or, if he's lying low' this 
turn, may send ships in to “remove" the problem, 
though enormous cackling will take place should 
the Russians manage to sink (or even damage) a 
German ship. 


AMERICANS 

The Americans are. frankly, your most expend¬ 
able ships. The Germans might not bother them at 
all in the North Atlantic, but, if they do. use them as 
much as you can. Pul them in the front tine of battle 
and give them every possible shot. It's likely to be 
rather late in the game, and this is no time for 
conserving people who may not get another shot. If 
you run the Germans out of the North Atlantic, 


pursue with anything you have. It may seem suicidal 
(and probably is) to pursue several Germans with 
Wichita, but it should be considered, particularly if 
German U-boat strength is weak (where the lost 
ASW attack would not be missed as much). That 
extra die roll could damage (or even sink) a ship 
when things are coming down lo the wire. 

The Washington was commissioned in 1942, It 
began escorting convoys in the Atlantic, and even 
went into the Barents a couple times. Modernized in 
1943, it went to the Pacific and helped sink the 
Kinshima in Iron Bottom Sound. 

Texas came out in 1914 and nearly became an 
“incident" in June. 1941 when it was attacked by a 
U-boat near Greenland. It escaped to be used for 
shore bombardment in North Africa and Okinawa, 
and now rides in harbor as a tourist attraction/ 
memorial in Houston, New York was also com¬ 
missioned in 1914 and modernized somewhat. 
It also rode shotgun on some convoys, and 
did shore bombardment duty in the North Africa, 
Italy, two Jima and Okinawa campaigns. 

Tuscaloosa served as FDR's “yacht" Tor two 
trips in the thirties, and saw action in the North 
Atlantic, Southern France, and the Philippines. 
Augusta was one of the few American ships to 
actually fire on what was left of the French Navy 
during the North Africa landings, and also 
bombarded Normandy and Southern France. 
Wichita began in the Pacific, but came east in time 
to bombard North Africa and become one of the few 
American ships to be struck by French shore fire. It 
then went back to the Pacific. 

RUSSIANS 
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Dreadnoughts 

The Marat and the Qktiahrskaya Revalutia 
(now you know why they abbreviated the title on the 
counter!) w F ere old ships dating back to the days of 
the Czar, intended to be scrapped as unworthy of 
the soviet nation and kept only after ii was noticed 
that there wasn't much of anything else that floated. 
They served primarily as shore bombardment ships 
in the areas around Leningrad, and did a good job of 
it. In STUKA P/EOTHans Rudel claims personally 
sinking the Marat r while the Russians, with their 
interesting idioms, list it as “damaged by aircraft 
and later raised." The Revoluiia played "one-man 
fleet in being" for the better part of the rest of the 
war. aided by some of the most concentrated anti¬ 
aircraft fire in history situated around Leningrad 
harbor. w r hcre every available space, including the 
concrete submarine net floats, had AA guns. 
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CONVOYS 

Undoubtedly the most important pieces in the 
game, convoys represent a possible NINE Points of 
Control to an Allied player who normally gets 
points one at a time. Protecting them or sinking 
them will dominate the players' attentions the last 
half of the game. With escort carriers and other 
ships, U-boats seldom live long enough to get a shot 
at one, and it often falls to the Luftwaffe to succeed 
or fail, for, unless the Allies have been thoroughly 
mauled, they will mass unbeatable strength to escort 


A SHIP BY ANY 
OTHER NAME 

Sonic of the names of the ships of War At Sea 
are familiar as historical figures, places, etc., but 
many arc not. Here then, are the who, w r hat, and 
where of the names (though I'll skip the Ameri¬ 
cans, since if you don't have any idea w hat Texas 
and Wichita come from you're beyond my help). 

BRITISH 

Most of the British ship names have been 
British ship names for a long time, it’s part of the 
tradition. There was a Royal Oak at Trafalgar (the 
name makes more sense, doesn't it?) as well as a 
number of others in the game. The oldest name in 
the game is the Revenge ; the tenth ship of that 
name going back to 1575, Eagle takes the prize for 
repetition (the 20th, going back to 1592) but that's 
only for WAS participants. During the same 
period there was a gunboat named Falcon, the 
28th ship of that name, going back to 1212. 
Nelson, Rodney, Hood, Anson, and Howe were 
all admirals during the age of sail though Anson 
and Howe were originally named Beatty and 
JelUcoe. An Admiral Hood also died at Jutland 
when his inaptly named BC Invincible blew up. 
Fate has a grim sense of humor. 

GERMANS 

The German capital ships were all named 
after historical figures from all over Germanic (not 
just German) history. With little naval heritage, it 
isn't surprising that there were people with little or 
no connection to the sea. We remember Bismarck 
as the Iron Chancellor, Tirpitz created the High 
Seas Fleet, and might well have changed history 
had not Kaiser Bill decided he wanted to play with 
his ships himself. 

Those who play Waterloo remember Blucher, 
the Prussian leader. His cavalry commander there 
was Lutzow (the ship was originally named 
Deutschland , but Hitler feared the morale drop if 
“Germany" was sunk, which rather explains why 
no ship was named Adolph Hiller) and August 
von Gncisenau organized the Prussians' orderly 
retreat at Ligny (give him credit for the arrival of 
the 4th corps). Gerhard Scharnhorst organized the 
Landwehr and rebuilt the Prussian army after the 
collapse at Jena. Prince Eugene of Savoy (French 
born) served with the Austrian army and is 
credited with stopping the Turkish threat to 
Europe. Hipper, Sehcer, and Spec were WWI 
admirals, Spee commanding (and dying with) the. 
East Asiatic Squadron and the other two staying 
closer to home. Count Zeppelin we remember 
from the big silver cigars. 

ITALIAN 

The Italian old BBs were historical ftgures. 
Guilio Cesare needs only his latin Julius Caesar to 
be familiar, Cai Duilio is better known as the 
Roman general Caius Duilius, who defeated the 
Carthaginian fleet by grappling the ships together 
and pretending it was a land battle. Andrea Dona 
was a ship captain, credited with inventing 
tacking, who freed Genoa from the Spaniards. 
Conti Di Cavour w ? as a journalist, minister, and 
rabble-rouser who aided Garibaldi in unifying 
Italy. 

For the new BBs, Vittorio Vencto was Lhe site 
of the last decisive batt le to drive out the Aust rians 
at the end of WWI. Littorio was Mussolini's first 
big land reclamation project {ANZIO players 
might remember the Bonifiea Pontine swamp,). 
Roma and Impero (Emperor) are pretty straight¬ 
forward. Lhe cruisers are all towns in an area Laly 
took from Austria-Hungary after WW I, in what is 
now Yugoslavia, 
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the convoys to Murmansk, Keeping this in mind, 
the German player should keep open the options of 
attacking someplace else when the tall stacks ride in 
the Barents, for control of any other sea will cancel 
out the convoy points. With the Med, possibly the 
Baltic, and U-boats robbing a POC somewhere else, 
the Germans may stay even or gain a point at a time 
when the Allies might well need lots of them, 

LAND-BASED AIK POWER 

Probably the most cursed counters in the game. 
You curse your opponents when they are successful 
and your own when they are not, A curious thing 
happens when the British abandon the Med. The 
airplanes lose a large part of their significance. 
Unless the Germans stay in port, the RAF has little 
to do but try to whittle-down the Italians, perhaps 
with no purpose, while, the Luftwaffe has little place 
to go but the Barents, a place less attractive to the 
Germans because of its low point value. Often the 
airplanes end up with nothing but “turkey shooting*’ 
secondary to a major sea battle elsewhere. Knowing 
this, you might as well make the most of it. Many 
players attack the best ships in a n a rea. This may not 
be the best idea. Best often means strongest, and 
damaged ships have a way of coming back later. 
British turkey shooting in the Med might better 
focus on the cruisers, which he may face elsewhere, 
or the old battleships, which he has a 50 50 chance 
of sinking with one hit, German Barents planes 
might focus on the battle-cruisers or T more 
enjoyable, the carriers, though once the British gets 
a retinue on the Murmansk run, that has to return 
where the repair facilities are poor, it might be 
humorous to give him a st ri ng of damaged ships 

getting it 

OFF MY CHEST DEPT. 

Are you one of many who enjoy WA R A T SEA 
and tire easily of those who continually cry. “not 
realistic!”? I am. Take the rules to one of these 
perceptive types and read him the introduction, 
placing added stress on the lines which read, “simple 
simulation , . _ only in the broadest sense , , , based 
loosely on certain historical facts . . . dismisses 
much attention to detail ... IS NOT REALISTIC 
AS A NORMAL. . . WARGAME. . .The result is 
a highly playable, and easy game which i % fun to 
play.” Smile sweetly and ask, “Are you illiterate or 
do you just not believe Avalon Hill?” 

1 don't mind attempts at variations about nearly 
anything, and we have seen a number of WA S' 
variations on these same pages, But. most of them 
feel a need to justify themselves by saying. “The 
game is not realistic” Richard Bauer's “Tourna¬ 
ment'' game is an example of the end product, with a 
sequence of play with 9 phases and 26 segments. 1 
rest my case. Those who persist in decrying an 
enjoyable game may go and tinker with chess. 
Monopoly, or crazy eights. 


BISMARCK VARIANT 
SEARCHBOARDS 

Readers wishing to play the Battle of the 
River Plate variation may order additional 
searchboards for the modest sum of SI,00 each. 
Merely send us your request for the “BIS¬ 
MARCK VARIANT SEARCH BOARD" and 
your check for $1.00 per board plus KK postage 
and handling. Maryland residents please add 5% 
slate sales tax. NOTE: This variant offer does 
not include dieem counters. 



DERFUHRER 


By Alan R, Moon 


"Em leaving now dear", she yells from the 
door, 

“Okay, don’t spend too much money", you yell 
back. 

You listen. The car engine starts. You peek out 
the window. She’s backing out of the driveway. 
You cringe as she just misses the garbage can. Easy. 
Make sure. Watch till she's out of sight. Wait. 
Gone! 

The attic. In a dark corner, the package you 
picked up at General Delivery yesterday, Ahhh, 
General Delivery. The man who invented General 
Delivery must have been a man much like yourself. 
You can have your packages delivered there, pick 
them up in the morning, and bring them home at 
lunchtime while she's at work. 

The package seems slightly mussed, as if some¬ 
one had moved it. Or opened it. Her? Nah. Must 
have done it yourself. Doubtful, though. 
Hmmmmm. 

In the bedroom, you think of her, as you always 
do in this room. Not a bad wiTe. And so forgiving. 
That Christmas three years ago, when you were 
awakened to the Spike Jones record, “When the 
Fuhrer says we are the master race, Sicg Heil, Sieg 
Heil, right in the Fuhrer's face". Yet she still 
forgave you for slapping her and breaking the 


record. And her intentions had been good. She had 
thought you would like it. Anyway, she promised 
not to buy you any more records. 

In front of the full-length mirror, you hold the 
shirt up to your body. It's beautiful. The buttons 
need shining and the color is a little faded, but it's 
beautiful. You undress. 

Your fingers tremble as you button the blouse. 
Your knees quiver as you slip on the pants. Your lip 
begins to twitch as you feel the weight of the boots. 
You feel your strength multiply as you pull the laces 
tight. The hat is a crown. 

You stand before the mirror. The runes are 
lightning on your shoulder. The black is the black 
of evil that lurks within. The black order. The skull 
and crossbones are the fate that awaits those w r ho 
oppose you. The swastika is fear. The uniform itself 
is ruthless. Must remember to polish those buttons. 

Now you shall have the respect you deserve. The 
Fourth Reich is coming. The boy from Baltimore. 

Abruptly, the door behind you opens. You 
freeze. Panic begins to set in as you stare at your 
wife through the mirror. You struggle for control. 
You took at her. She is wearing a peasant dress, 
Austrian, maybe. Calmly, you turn to face her. 
“Sieg Heil", you scream, as you salute. 

She falls to her knees, arms raised towards you. 
“Mein Kampf." 


MAGNETIC GAMES 


Now^ you can convert your favorite game for 
vertical display or secure in-play storage w r ith 
magnetic tape, unmounted boards and just an 
hour of your time. All you'll need is a metal surface 
and an unmounted gameboard, We supply the 
magnetic strips with self sticking adhesive already 
applied. You just cut the x h* x I" strips into half 
inch squares and apply them to the unit counters 
which came with your game. The result is a 
thick counter which will stack six high even when 
the mapboard is mounted in a vertical position Tor 
display purposes. Never worry about that pbm 
move being jostled again between rums. 

Naturally this magnetic treatment will be less 
valuable for counters with two-sided printing, but 


that still leaves them with a multitude of uses, 
NOTE: it will be necessary to be sure that the top 
portion of all unit counters are uniformly applied 
to the lop half of the magnetic Strips. Otherwise, 
the polarity may be reversed and the counters will 
actually repel each other rather than attract. 
Therefore, it is wise to mark the back of the 
magnetic strips uniformly across the top so as to 
be sure to apply the top half of the counter to the 
top half of the magnetic strip 

Magnetic strips a re available from Avalon Hill 
for 90c a foot or $7.50 for ten feet. Unmounted 
mapboards are available upon request for S6.00 
apiece. Usual postage charges apply, as does the 
5 % state sales tax for Maryland residents. 
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TANKS, FOR THE MEMORIES 

The Scenarios, with Notes, for the Origins II Tobruk Tournament by David Fram 


The purpose of this article is to give those 
Tobruk freaks out in the Great American Heartland 
who couldn't attend the Second National Wargam¬ 
ing Convention a chance to see what they missed, 
and also give them some new, "official” scenarios to 
mull over. 

First some comments on the tournament 
overall. When 3 o'clock rolled around on a 
sweltering Saturday afternoon at the convention, 
the tournament directors discovered that only 
thirty-two of the sixty-four conventioneers who had 
registered for Tobruk had shown up. This conve¬ 
niently made our first round cut. and shaved at least 
an hour off of the very long event. Even before we 
started we were getting visits from people who w r ere 
lost, asking where this or that was. Randy Reed 
came in every once in a while to see how people were 
reacting to the game and the situations, but he was 
never a round for long, as he was a I ways check i ng up 


on everything, everywhere. Among the most 
interesting visitors, however, was Hal Hock, the 
designer of TOBRUK. Everyone should really have 
a chance to talk to him sometime, because he has 
literally megatons of information stored in his head, 
and he was able to defend all of the complaints and 
answer any question a bout the game system. He was 
even discussing unclassified information about high 
energy radiation weapons systems {you know, like 
lasers and that sort of thing). But he proved that 
being brilliant isn't everything, by walking around 
and singing, a la Bob Hope, "Tanks, for the 
memories !" w hich received the obvious moans and 
groans and suggestions that he find a moving tank 
to lay down in front of, or to close a tank hatch on 
his mouth, hoping that might stop such pun and 
games. 

The actual conduct of the tournament went 
smoothly, though slowly. It was arranged as a single 
elimination event. The players had a choice of four 


scenarios, and if they couldn’t decide on one, then 
they had to play Scenario 4 called ‘Bite The Bullet’, 
This scenario was constructed about one week 
before the tournament and was designed to prove 
that conciliation is better than chance, as you will 
see when you look at the set up. Each round was 
supposed to last about forty-five minutes but, by the 
end, they were taking about ninety minutes, 

A note on the names of the scenarios: They all 
just happen to be Clint Eastwood /western movie 
titles and are all Randy Reed's. This should give 
some indication of the easy-going attitudes prevail¬ 
ing at even a national convention. These 
tournaments—while providing tough, educational, 
competition, are really fun. 

So, play the following scenarios and see how you 
would have done when faced with new situations at 
a national tournament level. 


SCENARIO ONE- 
HIGH NOON’ 

AVAILABLE FORCES 
British 


3$^ 

3 

5 « 

3 

German: 

jSt 

1 3 | 

Si 

2 


Scenario One proved to be one of the favorites 
with about 85% of the games played using this 
scenario. It was also the most balanced of all four 
and the most tactically interesting. It was so 
balanced, in fact, that one of the semi-final rounds 
was w'on on the last turn, with the last tank firing its 
last round at its last target. Even more amazing, that 


SET UP: 

British: Enter on turn 1, on south edge of board 
section E. 

German: Enter on turn I, on north edge of board 
section B. 

GAME LENGTH: 20 turns 
SPECIAL RULE: 

APCR Ammo Limit; German player is limited to 12 
rounds of APCR ammo for each tank. Announce 
type of ammo before firing. 

VICTORY CONDITIONS: 

The side w r hich accumulates the most victory points 
by the end of the game wins. Ties will beadjudicated 
on the basis of nature of damage inflicted on 
opponent and general game situation. Victory 
points are awarded as follows: 

last shot needed a natural 'twelve 1 , then 'snakeeyes' 
and then a ‘one through three' to destroy that last 
target and win the round. With about thirty awe¬ 
struck onlookers watching with mouths agape, all 
the prerequisite die rolls were thrown. The winner of 
that game, by the way, went on to win the 
tournament, which was only fitting since with that 


British player receives: 



K- 

F- 

M- 

For each 

Kilted 

Killed 

Kilied 

Pzkw-Ill h: 

For each 

4 pts. 

2 pts. 

2 pts. 

Pzkw-lII j: 9 pts, 

German player receives: 

3 pts. 

2 pts. 

For each Stuart: 

3 pts, 

2 pts. 

1 pt. 

For each Grant: 

7 pis. 

2 pts*. 

2 pts. 

4 Note: Only one F-Kill per Grant allowed. 


sort of luck, he had to be one of the Lord's chosen 
few. The favorite tactics employed in play saw the 
British advance and attempt to flank the Germans, 
who usually worked their way into a corner, and 
picked off Stuarts whenever possible. 


SCENARIO TWO— 

‘THE GOOD, THE BAD, AND THE UGLY’ 


AVAILABLE FORCES: 


A* 

n 


m 





4 

4 


* All 'Company HQ' & 'First Platoon 1 units & offboard 155mm 
howitzer 


4 sl 

Si 

t] 

Al 

3 
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£ 
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E 

v 
U 

t At] ‘First Ptatbdn 1 untls&offboard 150mm Cun, Plus I concen^ 
[ration & 2 registrations 

This scenario was the personnel vs, personnel 
entry, giving the British a chance to attack, since 
they are always defending in every other scenario. 
As it turned out, it was played only once, and the 
hapless German was inundated by a force that we 


British: Enter on NORTH, EAST, or WEST edge of 
board Section A. 

German: Set up first, on board section D, NORTH 
of hex row GG, Board A-D is only one in play. 
GAME LENGTH: 

20 turns. 

VICTORY CONDITIONS: 

The side which accumulates the most victory points 
by the end of the game wins. Victory points are 
awarded as follows: 

British player receives: 

For each Hedgehog counter controlled 

at end of game: 5 pts, 

didn't think was as powerful as it was. This is the 
best example of a scenario we should have kilted, or 
at least changed a good deal. So go right ahead and 
balance it as you like, if you fee! the way that I do 
about it. The tactics used saw the British sit back 


For Capture/F-Kilt of S3 mm Mortar; 4 pts. 
For capture/F«Kill of MG 34: 3 pts. 

German player receives: 

For each Hedgehog counter controlled 
at end of game: 3 pts. 

For capture/F-Kill of Vickers MG: 3 pts. 

For capture F-Kill of T mortar: 1 pt. 

For each carrier K-K tiled or M-Killed: f pt. 


DEFINITION: For victory condition purposes, a 
side controls a hex if at least one friendly per¬ 
sonnel or non-K-Killed, non-M-ICilled vehicle 
unit occupies it. Free of any enemy personnel 
units or functioning vehicular units. 

and pound the Germans, wear them down, then 
wade in and use that fast truck transport to travel 
along the edges of the board. 
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SCENARIO THREE- 
FORT APACHE’ 


AVAILABLE FORCES: 
British: 


A. 

ff 

ff 

w 

4 

fijte 

s 



4^1 


German: 


li 

o 
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5- 

}&' 

2 

2 

tS 



Alt “Firsi Plaioon’ units 
One off-board 25-pder 
(Plus 1 Concentration & 2 
Registrations) 


All'Company HQ T & “First Platoon 1 units. 


SET-UP: 

British: Set up first, anywhere on board section D. 
The BUNKER counter must be positioned in hex 
DD6. 

German: Force A: Enter on turn I. anywhere on 
north edge of board section A. 
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30* 
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2 

5 




Force B: Enter on turn 5, anywhere on 
north edge of board section A. 

Board A-D is only one in play. 

GAME LENGTH: 25 turns. 


SPECIAL RULES: 

1. The bunker in DD6 represents a critical supply 
depot. Victory is largely determined by who 
controls that hex at the end of the game. The bunker 
may be destroyed by any direct hit with ammunition 
from a weapon of 75mm or larger, 

2. The PzkwTVe is limited to EIGHT rounds of 
smoke ammunition, 

VICTORY CONDITIONS: 

The side which accumulates the most victory points 
at the end of the game wins. Victory points are 
awarded for control of certain hexes: 

—For each hedgehog counter controlled at end of 
the game: 2 points, 

—For control of hex DD6 at end of the game: 20 
points. 

(Use Scenario Two's definition of Control,) 


The fight at Fort Apache was always hard 
fought, but was only played in the first two rounds, 
apparently because the players felt that it was better 
to finish a game of Scenario One than to run the risk 
of not finishing with Fort Apache having an 


arbitrary decision on the part of a judge, it takes 
longer than forty five minutes to play this one but 1 
think if s a lot of fun, Here the favorite tactics were 
for the Fzkw-lHh’s to come on the board, waste the 
2-pder, then engage the Crusader with everything 


that’s left. The Pzk-w-IV would close-in, firing 
smoke, if the Crusader still wasn't destroyed. After 
that it was pretty much a standard move-in-and- 
muck-around-till-the-other-guy Vhad-it game. 


SCENARIO FOUR— 
‘BITE THE BULLET’ 


AVAILABLE FORCES 


British: 



Plus: These infantry units: 

1/1 (at 5-man strength) 

1 / 2 {at 5-man strength) 

HQ 1 (at full, 2-man strength) 
CREW (for Grant = 6 men) 


German: 



Plus: These infantry units: 

1. 1 (at 4-man strength 
1/2 (at 4-man strength) 

HQ/1 (at full 2-man strength) 
CREW (for PzlUj - 5 men) 


SETUP: 

British: Set up first, on hex 12, 
German: Set up second, on hex CCI2. 


Board A-D is only one in play. 


GAME LENGTH: 20 turns 
SPECIAL RULES: 

1. Place a blank counter in hex S7; this represents 
the OASIS. Any unit in the Oasis hex is assumed to 
be in GOOD cover (unless riding an A F V), although 
it may not assume a full cover position. 

2. Due to the effects of dehydration, malnutrition, 
and being lost in the desert, ALL personnel units fire 
and melee at ONE-HALF their normal strength. 
Personnel units may only move at the rate of one 
hex per turn, unless their morale is broken, in which 
case they may run every other turn. 

3. Personnel units must enter the oasis hex by or 
during turn 10, Any unit failing to reach the oasis by 
turn 10 is assumed to have gone crazy from thirst 
and its morale is immediately broken in which case 
it cannot fire or melee but may only move towards 
the oasis. Meleeing units in the oasis hex are too 
busy to drink. Units which have not spent at least 
one non-meleeing turn in the oasis by turn 10 have 
their morale broken. 


4. Use the AFV GREW Experimental rule, where 
appropriate. Crews may voluntarily bail out from 
the M-killed vehicles, 

5, AFV Ammo limit: Each AFV has only TEN 
ROUNDS of ammo as follows: Grant: 5 
rds 37mmAP and 5 rds/75mm AP 

Pzkw-Illj: 8 rds AP and 2 rds/APCR 


VICTORY CONDITIONS: The side which accu¬ 
mulates the most victory points by the end of the 
game wins. Victory points are awarded as follows: 
—For each enemy AFV K-killed or M-kilted. or 
NON-voluntary Bailout: 10 pts. 

—For each enemy HQ casualty record box checked 
off: 2 pts, 

—For each enemy crew or infantry recordbox 
checked off: i pt. 


With this scenario, people deserved what they 
got if they couldn’t agree on another scenario. It was 
only played twice, and only in the first round. In 
both cases, very young players were opposing men 
in their mid-twenties, one of whom went on to win 
the event. This game is really great fun if you only 
want lo have a 'best three out of five’series because 
you can play to a conclusion in a very short time. 
Note, however, that luck plays a very large role. 

Some clarifications are needed in this scenario: 

a) To determine 'haif-strenth,' take the number 
of men, cross index for the strength, halve that 
number, and then round down, 

b) Running every other turn means walk one 
turn and run the next. 

c) AFV's in the oasis are not hull-down in this 
scenario. AFV crews must bailout to drink before 
turn 10 or there is a non-voluntary bailout. They can 
bail back in but that is a two turn operation, one 
turn to get in and one turn to get set-up. 


The main factor in this game is to see who is 
going to stop first and try to kill the other guy. If one 
stops, the other could keep going to put three more 
hexes between the map edge and the tank. After one 
side is stopped, then the other tank can keep moving 
or it could try to machine gun the enemy. However, 
it all depends on who ’draws* first. Players will 
probably find that each side wins about evenly. A 
fun (but dangerous for tournamem level play) little 
game. 


Those of you who didn't attend the convention 
and missed the only officially sponsored TOBRUK 
event now know what you missed. 1 hope it has sated 
the appetities of the voracious TOBRUK fans 
everywhere looking for a short and sweet little 
game. 

0 


FACTORY OUTLET 

Whenever in the Baltimore area feet free to 
drop in at our Factory Outlet store located in our 
design offices at 900 St. Paul and 20 E. Reed St. 
This store is the world's only retail outlet featuring 
a complete selection of Avalon Hill games, parts, 
magazines and accessories. Pay by cash or check 
or bring your credit card, and if visiting on 
Saturdays feel Tree to stay and attend a gaming 
session with Interest Group Baltimore and get 
involved with whatever playtesting happens to be 
going down. Or just drop by and play or talk the 
games of your choice on Saturday with any of the 
locals and enjoy the competition, 

Hours; AH Factory Outlet—Tuesday thru 
Saturday; 9 A.M. to 5 P.M. 

IGR Playtesting—Saturday; 10 A M, to 5 P M. 
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SNEAK ATTACKS 

by Bill Farone 


For those of us seriously addicted to the playing 
of wargames it comes as a rude shock when an 
opponent uses tactics based on a rules interpretation 
that doesn’t coincide with our understanding of 
those same rules. Often, this occurs because of a 
difference of opinion as to how rules were meant to 
be combined when used for certain unusual 
situations. Those who buy games for their simula¬ 
tion value can easily dismiss these tactical “gems” 
but those of us who play the same game dozens or 
hundreds of times cannot do so. These tactical sneak 
attacks can sometimes be the key to a winning 
technique. Often they lead to arguments over the 
technical soundness of the rules. In all cases they 
must be viewed, at least, as part of “clever” 
gamesmanship. 

Consider a nice simple game like AFRIKA 
KORPS. The first thought is that there could be 
nothing sneaky in this simple game. A close reading 
of the supply rules in conjunction with the attack 
rules will quickly dispel this thought. One sneaky 
play is to catch a German stack of three with one 
weak unit in it. Attack the weak unit with odds 
guaranteed to leave units up against both sides of 
the stack and soak-off against the rest. In his turn 
the German is forced to attack because he is in your 
zone of control but he cannot do so because he has 
no supply. He is thus eliminated. Of course, you 
must screen these units to some extent because one 
side of your “surround” might be attacked from 
outside allowing the surrounded units to become 
supplied at the time of their attack against the rest of 
the surrounding units. To the “hard core” AK 
players the above tactic is no surprise and represents 
a standard way of eliminating those 7-7-10 units and 
winning the game in the process. However, the first 
time one gets caught in that sequence it usually 
causes the “you can’t do that” reaction and thus 
qualifies as a typical sneak attack. 

Moving from the old-fashioned to the modern 
let us consider eliminating a bunker in SQUAD 
LEA DER. If one looks at the weapons available the 
flamethrower is the obvious choice. If one fires it at 
the bunker across the covered arc there is no defense 
modifier to the attack roll. If we study the rules a 
little further we find that a flamethrower is equally 
effective from 1 or 2 hexes away. It also suffers no 
adverse effects from firing through smoke. Our 
sneak attack is now set. We drop smoke from 
artillery or armor into the two hexes in front of the 
bunker and advance our squad from the flame¬ 
thrower into the second hex away. In order to attack 
the squad with the flamethrower the squads in the 
bunker have a double smoke roll to contend with 
while the flamethrower is going to get a full force 
shot into the bunker. The expected value for the 
double smoke roll is the maximum 6 affording 
excellent protection. Again, this may be a standard 
tactic for some but try it for the first time on 
someone and then listen.to what they have to say 
about John Hill and Don Greenwood! 

Somewhere in time between the previous two 
games lies PA NZER-LEA DER . This game is full of 
sneak possibilities. The most outrageous to some 
players is the “un-CAT-able” stack. A stack of 4 
armored units with appropriate defense factors can 
move right up against a stack of infantry and fear no 
negative effects. One simply cannot get enough 
attack factors to roll even on the 1-4 column. 
Another favorite ploy is to put the “junk” units 
(wagons and trucks) on top of forts or other key 
positions that one anticipates will be hit by indirect 
fire. Since the indirect fire is divided among the units 


in the stack a wagon sitting on a fort halves the 
attack on the fort. Sure, the wagon is vaporized 
when the attack hits but the fort has much higher 
odds of surviving for one more important turn. 

Let’s shift back to the “classics” or any game 
where the winner of a battle gets to retreat the loser’s 
units directly before making his attack. Let us 
examine STALINGRAD as an example. As the 
Germans you are having a hard time cracking a river 
line. The ploy is to invite an attack by making one 
which leaves a couple of units on the river. The 
Russian player then sees an opportunity to hold the 
line by counterattacking since you will be forced to 
attack his totally doubled position again. The trick 
is to make sure he will need a soak-off to make the 
counterattack. You get to retreat his soak-off unit 
and you do it in such a way that it ends up all alone 
behind the river. This will usually allow an attack 
that has high odds of getting you across the river. 
Even worse is the “1-3 Envelopment strategy” 
wherein the attacker’s legal retreat hexes are stacked 
to capacity, thus forcing the defender to “retreat” 
the attacker behind the defender's lines. This theme 
is very common in many games and while not as 
“sneaky” as some, it is definitely using the rules as 
opposed to using military strategy or tactics. 

The flavor of these rules twists would not be 
complete without mention of an “escape clause” as 
Tom Oleson calls it drawn from recent correspond¬ 
ence with him concerning ANZIO. Tom points out 
that in games I and II using the 2nd edition rules the 
Allies can win by simply maintaining a port in 
Genoa from which they can, at the end, place a line 
off the Northwest corner of the board. Since, in 
order to win the Germans must maintain a 
continuous line across the board, the Germans lose 
even if they have destroyed all other Allied units and 
control all of Italy outside this area! 

There are quite a few players who do not look 
favorably on “rules lawyers”, i.e. players whose 
interest in the semantics of rules when they are in a 
tough spot go beyond the spirit of the game. One of 
the best ways to avoid problems in this area is to be 
aware of the sneaky or ambiguous portions of the 
rules in your game of interest and to iron these out 
with your opponent before the game begins. For 
devotees of AH games this makes the Question and 
Answer pages of THE GENERAL must reading 
and collecting. 

There will probably never be a perfectly written 
game. Therefore, to enhance our understanding of a 
game and to allow for revision if needed, the only 
remaining course is a friendly or “mature” approach 
to play. Discussion and documentation of the 
pitfalls in playing a game can make that maturity 
much easier to attain keeping it from getting lost in 
the natural competitive desire to win. It is 
unfortunate that so much of the wargame literature 
consists of reviews and articles of new' games. We 
rarely get to read about the sneak attacks inherent 
in virtually every game. 

Over the years I have known players to become 
extremely upset over this facet of our hobby and to 
thus lose enjoyment from their games. It would 
seem that this could be greatly decreased by an 
increase in the wargaming literature on the actual 
playing of games and the selection of “like-minded” 
opponents. /T’X 


AREA TOP 50 

Times Previous 


Rank 

Names 

on 

List Rating 

Rank 

1. 

W. Dobson 

13 

2511RJP 

2 

2. 

K. Combs 

11 

2496SJQ 

1 

3. 

D. Cornell 

13 

21750HK 

3 

4. 

R. Chiang 

19 

2153GHN 

4 

5. 

D. Garbutt 

9 

2060DFJ 

6 

6. 

T. Oleson 

20 

2058QRY 

5 

7. 

F. Freeman 

4 

2058 DEE 

7 

8. 

D. Burdick 

11 

2048DDJ 

8 

9. 

P. Kemp 

4 

2019DDH 

10 

10. 

P. Siragusa 

4 

2012CEF 

9 

M. 

P. Huffman 

14 

1978EEG 

11 

12. 

L. Newbury 

13 

1944EGK 

13 

13. 

J. Kreuz 

7 

1940EFJ 

18 

14. 

J. Zajicek 

14 

1930GJP 

16 

15. 

D. Barker 

18 

1930FGL 

12 

16. 

S. Packwood 

18 

1928HHL 

14 

17. 

J. Sunde 

12 

1927 no 

IS 

18. 

J. Angiolillo, Jr. 

13 

1906DG1 

17 

19. 

J. Beard 

— 

1905CDH 

— 

20. 

F. Preissle 

8 

1879IKS 

— 

21. 

R. Leach, Jr. 

13 

1866F1M 

19 

22. 

R. Wood 

17 

I8381JS 

21 

23. 

N. Markevich 

3 

1825CDE 

20 

24. 

L. Kelly 

4 

1816STZ 

24 

25. 

D. Greenwood 

i: 

1753EEG 

27 

26. 

K. Blanch 

13 

1735FGJ 

30 

27. 

J. Gardner 

— 

1727CEH 

— 

28. 

P. Dobson 

9 

1718DEF 

25 

29. 

F. Small 

11 

1715EFJ 

23 

30. 

W. Letzin 

7 

1713CDG 

26 

31. 

N. Cromartie 

7 

1710EFL 

28 

32. 

T. Slafka 

6 

1706EFK 

29 

33. 

D. Munsell 

6 

1698FDH 

35 

34. 

W. Knapp 

5 

16931KQ 

31 

35. 

C. Combs 

— 

1693LEC 

— 

36. 

T. Baruth 

7 

1693CDF 

32 

37. 

F. Sbastion 

6 

1674EHL 

33 

38. 

S. Martin 

4 

1673CFF 

37 

39. 

E. Miller 

6 

1666EHL 

38 

40. 

P. Carson 

4 

1650ECE 

40 

41. 

J. Uram 

3 

1650DFF 

— 

42. 

B. Haden 

4 

1646HIN 

34 

43. 

J. Rarick 

— 

1639CFH 

— 

44. 

W. Scott, Jr. 

7 

1627FFL 

36 

45. 

K. MacDonald 

12 

1612EEK 

39 

46. 

D. Tierney 

6 

1611DDJ 

— 

47. 

J. Kenower 

6 

1605CFF 

41 

48. 

J. Frediani 

1 

1584FCF 

45 

49. 

J. Cornell 

— 

1580ECF 

— 

50. 

E. Alexis 

— 

1577HJQ 

— 


DIPLOMACY 

WORLD 

When it comes to multi-player games, 
DIPLOMACY leads the pack and when it comes 
to DIPLOMACY, you can’t be without 
DIPLOMACY WORLD. DIPLOMACY 
WORLD is a magazine devoted to the play of 
DIPLOMACY and its variants. 

A quarterly publication which can disturb the 
spider in your mailbox for a mere S4.00 a year, 
(Slightly higher outside the U.S.) 

Not sure? Well, a sample copy can be yours for 
$1.25 and then you can see for yourself. With 
this sample copy you will get some valuable info 
on the play of the game and you’ll also find the 
names of GM’s so that you can get in on some of 
the fun, postally. 

Contact DIPLOMACY WORLD, 1854 Wagner 
Street, Pasadena, CA 91107 for more informa¬ 
tion. 









PAGE 20 


THE GENERAL 




CROSS OF IRON 

German: Joseph Suchar 
Russian: M. Jonathan Mishcon 
Commentary: Don Greenwood 


Scenario 102 is one of the ten new CROSS OF 
IRON scenarios first offered in Vol. 15, ft 6 of THE 
GENERAL as "SERIES 100". A brief description 
follows for those of you who have not yet acquired 
these new scenarios. The entire set of 10 scenarios 
is available from our parts department for $4.00 
plus 40- postage and handling. 

Scenario 102 is set in the Panikovo Forest on 
Aug. 17, 1941 during the advance on Leningrad. 
The 2nd Co., 1st Bn. 409th Infantry Reg't has 
been set upon by Russian infantry and armor 
emerging unexpectedly from the forest. Falling 
back, the Germans without anti-tank support, 
formed a hedgehog and waited for relief. That 
relief takes the form of a random choice artillery 
module and three StgUIB's which enter on a 
special Rally Phase die roll. The Russian player 
wins unconditionally by eliminating the equivalent 
of 8 German squads in 6 turns. 

All non-supplemental CO I rules are in play in¬ 
cluding Battlefield Integrity. Wheat fields are con¬ 
sidered open ground. There is no wind, but any 
that blows up will start blowing to the NE. En¬ 
vironmental Conditions are "Very Dry". 

The players are experienced SL enthusiasts who 
played a major role in pre-publication playtesting 
of both COI and COD, as well as the SERIES 100 
scenarios. Your neutral commentator is the 
developer of SL and designer/developer of COI. 

PRE-GAME RUSSIAN COMMENT 

My plan is to use my armor early on as much as 
possible. This includes, but isn't limited to, 
mounted infantry that unloads when a tank “Ad¬ 
vancing Fires’’, multiple overruns of a hex and end¬ 
ing tank movement atop his entrenchments to force 
him out. I am willing to risk immobilizations early 
on to increase his early losses. It is notable that tank 
losses (as long as you keep one) have no effect on 
battlefield integrity so if I trade tanks for German 
squads, I not only approach my 8 Kill target but 
diminish his ability to resist my infantry fire. 
Whoever drops a morale level first stands an ex¬ 
cellent chance of speeding his demise. I refer 
everyone to the Morale Table for this scenario and 
Bob Medrow’s excellent article differentiating 
morale level 6 and morale level 7 squads in Vol. 14 
No. 5 of THE GENERAL. 

My setup is designed to punch hard frontally at 
the 4H5 woods while I make a fairly safe flanking 
move toward 405. My only disagreement with the 
German setup is bunching squads without 
leaders—one lucky potshot and they’re gone. 

Final note: CROSS OF IRON mandates that 
“buttoned-up” tanks are + on the TO HIT roll, 
but in the face of artillery and substantial Infantry 
firepower I won’t risk unbuttoning. 


PRE-GAME GERMAN COMMENT 

Having played this scenario before as the Rus¬ 
sian, I am well aware of the enormous advantages 
they have as a result of having five tanks at their 


disposal immediately. The probability of the Ger¬ 
man not getting their tanks during the first two 
turns is .55%. Since the Stugs cannot fire during the 
Advancing Fire Phase even if they come on in Turn 
3 they are of no use till turn 4. Hence the Russians 
will have three full turns to use their armor for over¬ 
runs. Additionally, the Russian tanks with bow and 
rear MGs can get, with proper placement; up to 10 
MG shots per turn. Admittedly they are either ones 
or twos but the expectation of scoring with that 
many shots is quite good. 

Hence I’ve decided on a forward defense hop¬ 
ing to survive the Russian Prep Fire with enough 
firepower to disrupt his initial position. Of course, 
this means that if his opening shots are better than 
average I am in bad trouble. However, since I don’t 
know the scenario intimately, I will experiment with 
an upfront fire wall. This is reinforced by my gut 
feeling that under the victory conditions of the 
scenario, the Russian has quite an edge and that I 
must hurt him early if I am to survive. 

PRE-GAME NEUTRAL COMMENTARY— 

The initial setups of both players shows a firm 
grasp of the problems they face. The Russian has 
correctly analyzed the situation as one in which he 
must "make hay while the sun shines". He must 
press his considerable initial advantage before the 
passage of time brings the equalizer in the form of 
the superior German armor and effective artillery 
support. That the Russian intends to push his in¬ 
itial advantage is obvious given the disposition of 
the six squads in the open at 5 Yl- Y2. The Russian 
is obviously banking on his first fire opportunity 
with 16 factors plus more from 5 Wl to clear the 
4H5-I5 woods before the German can retaliate in 
his defensive fire phase. If the Germans do survive 
the initial prep fire unbroken they have a 20% 
chance for an outright KIA on the three squads in 
Yl and a further 8% chance for the next three in 
Y2 with penetration from the LMG. Such a loss 
would not be catastrophic to the Russian cause as 
their morale level would remain unchanged and 
the Russian armor would still be capable of salvag¬ 
ing a win. Given their initial lack of armor causing 
them to suffer a morale loss a full 20% sooner 
than the Russians and the relatively higher value of 
their squads the German force is far the more brit¬ 
tle of the two and subject to headlong collapse if 
things go badly initially. Considering the 
unlikelihood of both German squads braving the 
Russian fire successfully, the Russian gamble is a 
good one. 

The German position is far more difficult to 
agree with even though he is truly on the horns of a 
dilemma. Like his historical counterpart , the Ger¬ 
man commander is outnumbered, outgunned, vir¬ 
tually defenseless against enemy armor and with 
no place to run. His position is not hopeless, 
however. He has a few advantages—namely being 
on the defensive and the superior effective range of 
his small arms fire—which he must take advantage 
of if he is to win. Although he is powerless to stop 


the incursion of the Russian armor, the T26’s 
don't have enough firepower to win alone. The 
Russian infantry is necessary to mop up what the 
tanks dislodge. If the German can keep the Rus¬ 
sian infantry at bay (hopefully 5 hexes away so as 
to halve their firepower) long enough for the Stugs 
to arrive, both his firepower and morale situation 
will improve to the point where it is he who has the 
upper hand. If he can maintain fields of fire on the 
open ground which the Russian infantry must 
cross to close, the defensive fire DRM for moving 
in the open will enable him to give as good as he 
gets. Thus, the German has two contradictory 
goals—to get as far away as possible while main¬ 
taining fields of fire on any infantry attempting to 
close. In trying to fill both he may accomplish 
neither and that appears to be about to occur here. 

That the German intends to stay far away is ob¬ 
vious given his proclivity for positions as far south 
as the opening setup limitations will allow. The 
German obviously intends to occupy the southern¬ 
most woods with half his force during his first 
move. Unfortunately, this will cost him his first 
turn's Prep Fire and he doesn't have so much 
firepower that he can afford to give half of it away 
on the first turn. This condition is further ag¬ 
gravated by the placement of the MMG in the open 
at L8. Surely it could have started in M8 so as to 
avoid loss of its initial Prep Fire Opportunity! The 
forward elements comprising the other half of his 
force are exposed to an enemy first fire opportuni¬ 
ty & isolated from help. His first squad, once 
broken, is as good as dead with no chance to rally. 
The other two enclaves offorward fire (H5-I5 and 
N5-05) are being asked to hold back a flood vir¬ 
tually unsupported. In my opinion, the German 
would be far better off centering the bulk of his 
forces in the superior defensive terrain of the 
building at O 6 -P 6 and the nearby woods. Strong 
forces in M8, N5, 05, P6 and R5 could put down 
mutually supporting strong fire on all of the ap¬ 
proach lanes while offering good rally positions 
(06 and R7) for any broken troops plus a possible 
retreat route to those same southernmost woods 
via P8 and N9. A single squad in 16, covered by 
fire from M8, N5 and 05 would probably have at 
least two turns to start a fire (dice roll of 7 or 
better) which, given the very dry conditions, would 
reduce this entire copse in a flash, depriving the 
Russian infantry of any effective cover from which 
to form a firebase to the west. That setup would 
allow the Germans a chance to rally their own 
broken units, protect their own forces from 1st 
turn Russian Prep Fire losses, and probably result 
in a lessened Russian initial advance due to 
superior German firepower. As it is, the German is 
tempting fate from the start hoping to win a craps 
game against a Russian "house" with the odds 
definitely in the latter's favor. 

RUSSIAN TURN 1 POST PREP FIRE 

Very successful Prep Fire—will use this break to 
thrust towards 4K9 through 4H5. I’m holding two 
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tanks back on board 5 for infantry transport. His 
150mm artillery is very imposing. 


RUSSIAN PREP FIRE, TURN 

1 




Firer 

Taract 

FP 

DRM 

DR 

Fffeel 

Result 

Sahavitch, 

4H5 

4 

0 

6 

M 

6,11 

MMG 







3, y. Ifl 

415 

6 

+ I 

2 

KIA 


11-16, 2LMG 

4H5 

16 

+ l 

9 

M 

10, 8 

GERMAN DEFENSIVE FIRE, TURN 

l 



Firer 

TarRci 

FP 

DRM 

DK 

Kffecr 

Result 

8 

4S2 

4 

+ 2 

"9" 

— 


4, LMG 

5W| 

4 

+1 

6 

— 


7, 10 

5WI 

4 

+ 1 

4 

1 

L0 t J0-4, 







4-10 

RUSSIAN ADVANCING FIRE, TURN 1 



Firer 

T&ritd 

FP 

DRM 

DR 

Effect 

Result 

2-1 

405 

3 

+ 1 

6 

— 


T26/A 

4K3 

| 

0 

6 

— 


T26/A 

4K8 

4 

+ 6*/0 

2/4 

1 

6 , 7 

T26/B 

4N8 

| 

0 

6 

— 


T26/C 

4N8 

1 

0 

6 

— 



•Claimed hit on basis of 33-32 (dice roll 2 = possible hit regardless of 


DRM) 

RUSSIAN POST ADVANCING FIRE TURN 1 

Flank thrust will start in Advance Phase move 
to 4R2 and 4Q2. This will force him to choose be¬ 
tween dueling six squads or retiring. HI try to keep 
the LMGs firing by advancing two squads with 
them to 5X10, 


RUSSIAN TURN I, NEUTRAL 
COMMENTARY— 

The Russian should he welt pleased with his in- 
dial [urn. The German attempt to duke it out with 
only half his force understandably got the worst of 


it. This move is an excellent example of the balanc¬ 
ing effect of the luck factor in SQUAD LEADER. 
There are those who criticize the game for having 
too high a luck factor due to both the large number 
of rolls and the greatly varying effects any one dice 
roli may generate. I, on the other hand, prefer to 
refer to this wide range of results as the " 'uneer- 
cainty” factor—it seems much less offensive than 
“luck”. Regardless of what you call it, however, 
this veritable deluge of dice rolls will tend to even 
things out in the long run. No one rolls consistent¬ 
ly better than anyone else over a prolonged sample 
and although no one will argue that all dice rolls in 
SQUAD LEADER are equal fi.e., a '* 2” dice roll 
on an ordinary rally attempt certainly does not 
equal a ”2” fire combat resolution on a loaded 
hex), this very wide variance in possible results will 
right many an unequal contest. I've seen many a 
seemingly hopeless situation retrieved by low dice 
rolls at a fortuitous time and it is this very reason 
that the German is still in (he game despite a ques¬ 
tionable setup and good Russian start. Let's back 
up these statements with a closer look at the first 
player turn’s dice. 

The dice have already fallen in anger no less 
than 26 times. Analyzing the Russian’s 16 throws 
we find an average dice roll of 6,38 — good, but by 
no means spectacular. Within this good spectrum 
the Russian was quite fortunate to roil well in 2 of 
his 4 most important attempts (the three attacks on 
H5-I5 and the unfortunate failure of Sahavitch to 
pass his MC) which ail but wiped out the German 
left flank. The German had exactly even luck, 
averaging 7 on ten dice rolls. A lthough seemingly 
the recipient of poorer luck vis £ vis the Russian, 


the German has little to complain about , His at¬ 
tacks did about as much as could be expected given 
their meager sustenance and overall the German 
should be thankful to have placed his artillery ac¬ 
curately, to have survived the lucky hit on K8 by 
the T26, and above all for the effective long range 
fire of the 7th and 10th squads which combined 
with Sahavitch*s cowardly demeanor salvaged at 
least a partial blunting of the Russian drive and 
drew some, albeit not enough, Russian blood. 

Moving now to specifics, the Russian move and 
German counterfire are well executed given their 
initial dispositions, I can find fault only with two 
aspects of the Russian‘s move—both pertaining to 
his overzealous use of armor. While he is quite 
correct to get the tanks into action as soon as 
possible, the situation does not warrant the risks t 
albeit miniscule, which he has taken in firing the 
main armament of the lead tank or moving at full 
speed in the rearmost vehicle. The chances of 
securing a hit at such long range and speed of ap¬ 
proach are both minimal and exactly equal to the 
prospects of a gun malfunction. The extreme tuck 
which enabled this hit to occur does not excuse the 
fact that such fire was ill-advised. Their numerical 
advantage gives the T26s an even chance against 
the German 5fugs but their chances rapidly 
diminish alongside their lessening numerical ad¬ 
vantage. To lose a tank in this manner with so little 
to gain in exchange for the risk would be criminal. 
In retrospect, the Russian must have agreed, for he 
passed up similar shots with the next two tanks. 
Similarly, unless the Russian has planned his 
moves two or more turns in advance and knows of 
something down the road that 1 can't see with 



INITIAL SETUP & RUSSIAN PREP FIRE—The Russian, relying 
on his first Ore advantage, has daringly setup in advanced positions 


in [ he open a E 5 Y t -5 Y 2 . The gam ble payi of f as the R u ssian Prep Fire 
breaks all German resistance in the4H5-l5 woods- 
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lesser foresight, the risk of the vehicle in the rear 
for the sake of an extra hex of movement at this 
point is foolish. If immobilized on the first turn, the 
vehicle would be effectively out of the battle. 

The Russian, however , got away with both in¬ 
discretions and is in an excellent position. Mis ad¬ 
vance into Q2-R2 will force a German withdrawal 
from 05 to stay out of the Russian's normal range , 
which means that the 8th squad will lose its Prep 
Fire Opportunity as well as the four squads {and 
MMG) in the open to the South who must seek 
cover in the woods behind . Furthermore, if Kelso 
doesn’t rally immediately and rejoin the main 
forces in the vicinity of K9, he is all but doomed 
and his toss—coupled with any other elimination 
iand surety the 1st squad can’t be far behind if the 
Russian armor goes after it/ will drop the German 
morale level a notch. 

GERMAN TURN 1 PRE-PREP FIRE 

Well* you can begin to appreciate what those 
tanks can do with that potshot at 4K8. Fortunately, 
I survived his lucky hit this time. My defensive fire 
was fairly effective but the loss of the center woods 
position is devastating. I had hoped at the very 
worst to have the leader survive so that I could at 
least run him back to the main position at the edge 
of the board. He will now be cut off by the Russian 
tanks and l have to, in effect, write him off. 

My artillery draw was excellent and I hope to be 
able to do a number on the Russians tanks as well as 
his infantry with my four fire missions of 150mm. 

GERMAIN PREP FIRE, TURN 1 

Firer Target FP DRM DR Effecl Resiill 

ISDmmFFL TWA 35 71 7 — 


GERMAN TURN 1 POST PREP 
FIRE COMMENTS 

My plan now is to consolidate my main posi¬ 
tion, 1 am also going to try and get the squad in 4E5 
to 4R7 to set up a lane of fire across the open ground 
in front of my main position. 


RUSSIAN DEFENSIVE FIRE, TURN l 

Firer Target FP l)RM DR 

Effecl 

Result 

T26/E 

4C7 

2 -2 

6 

1 

1 

T26/A 

4M9 

1 Blocked Los 



T26/B 

4N5 

2 +1 

10 

— 


T26/B 

4N5 

4 +I/ + 1 

2/4 

t 

8. 12 

SI 

4N5 

6 +1 

6 

M 

10,6 


GERMAN ADVANCING FIRE PHASE, TURN 1 


Firer 

Tarjiel 

FF 

DRM DH Effeci 

Result 

Stiles, 6. 7 

5X0 

2 

0 5 M 

10, 8 

2.3 

5X0 

2 

+ 1 10 — 



GERMAN TURN 1 END OF TURN COMMENTS 

The tank fire is just devastating. The loss of 
those squads is again a reminder of just how potent 
the tanks' fire can be. My artillery now remains my 
major hope. 


GERMAN TURN l T NEUTRAL 
COMMENTARY— 

The Russian 10th squad has rallied despite be¬ 
ing under the effects of DM—a bit of good fortune 
only partially evened out by the German *s 
maintenance of his radio contact. Kelso failed to 
rally, and Is doomed t but that’s small potatoes 
compared to the rest of the German woes. It has 
taken exactly one turn for the entire German 
piecemeal forward defenses to be blown away. 


This has come about due to the combined effects 
of clever Russian play and good fortune, and a 
mistaken German setup which is being steadily 
compounded rather badly. Granted the ill-advised 
location of the 1st squad in E5 in the first place it is 
still hard to fathom what withdrawing him would 
gain other than a slight spreading out of the Rus¬ 
sian forces ♦ Even had he made it, / wo tanks would 
have dispatched him just as easily there . It took a 
good shot to break him but considering what little 
there was to be gained perhaps he deserved what he 
got , Making the best of a bad situation * I’d have 
advanced to F4 in an attempt to pin down the Rus¬ 
sian infantry for a turn, or attempted to entrench. 

The move of the 8th squad back to N5 was an 
extremely poor choice for reasons totally divorced 
from its eventual breaking in N5. The German 
cannot afford to concentrate his infantry in the 
same hex for a lucky shot to eliminate all his eggs 
in one basket. More importantly, by forsaking the 
move to the better cover of the 06 building, there 
is absolutely nothing left to contest the advance of 
the seven squads to the east. 

Even less understandable is why both of the re¬ 
maining good order leaders have moved into the 
same hex ► A second leader offers almost no advan¬ 
tages but is a great detriment when incoming fire 
arrives to threaten double breaks. The second 
leader should have moved to K9 to direct the 
MMG fire {which should have been firing steadily 
from M8 since the beginning) and improve, not 
detract from, the survival chances of the 2nd and 
3rd squads. 


RUSSIAN TURN 1—German defensive lire vs. ihe moving infantry 
in 4S2 is ineffective but long range fire from the German 7th and !0th 
squads eliminates one squad and breaks two others and a leader in 


WI, causing them to rout to 5XI - The Russian Advancing Fire from 
4S2 and ihe recently arrived tanks is ineffective. 


KEY: tines ^ Prep Fire; dots = Defensive Fire; Dashes = Advanc¬ 
ing Fire; solid arrows = moves; hollow arrows = advances; Brown 
Russian: Blue = German, 
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squad in the open at C7 and flhen J26S/B and the three squads in 4Q2 
hammer the German 4th and -0th squads in 4N5—destroying one and 
breaking I he other. Only the long range marksmanship of the Gcr* 
man 6th & 7th squads against 5X0 in the Advancing Fire Phase puts a 


damper on the Russian—breaking the two squads which had ad' 
vaneed there last turn and which now rout to 5Xt and 5W0 r 


GERMAN TURN 1—The Germans spend their turn moving rather 
than firing and as a consequence their Prep Fire is limited to an mef- 
fecLive artillery barrage. The Russian Defensive Fire, on the other 
hand, is devastating. First T26S/E breaks the retreating 1st German 
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The matter of whether the German should have 
used up a } 50mm fire mission for a 28% chance oj 
a kill or immobilization against a single tank is 
bound to be controversial. Normally, Vd condemn 
such an attack as wasting a vital resource but the 
German position is critical and he is fortunate in 
having four such fire missions. By using his ar¬ 
tillery so frivolously he serves notice on the Rus¬ 
sian that there 7 s lots more where that came 
from—and thereby may serve to cause the Russian 
to spend more time dispersing than advancing. 
Given his desperate situation and the need to buy 
time at any cost the decision to fire was probably a 
good one which, nonetheless, urn not blessed with 
luck. After all, had he knocked off a tank it would 
have been far harder to fault the order. Overall, 
however, we keep coming back to the original 
setup. Had the German positions been more cen¬ 
tralized—say within the M8-N5-R5-R8 area , the 
artillery could have given much more effective sup¬ 
port against multiple targets at virtually any 
danger point. 

Turning now to fate we have an additional 19 
dice rolls to analyze. The Russian once again fared 
better than average with ten dice rolls averaging 
6.7 while the German's luck dipped below average 
with nine dice rolls for a 7.56 average. Luck, or the 
lack of it f is contributing to the German woes but 
the inescapable conclusion remains that his trouble 
is of his own doing t \.e., a poor setup and a worse 
move. The Russian has only to advance & capture 
the already broken Germans to win fan option that 
the attack on the already broken occupants of N5 


seems to have ignored} or failing that, to eliminate 
them, drop German morale and wipe the force out 
entirely. Barring either colossal luck, immediate 
arrival of reinforcements, or terrible Russian play f 
the German has lost this game on turn l. 

RUSSIAN TURN 2 PRE-PREP 
FIRE COMMENTS 

Firing one mission of 150mm against one 
tank—looks like he has lots of artillery. 1 would 
have preferred my 8-1 leader to rally . 1 will cut off 
the German 9-1 leader with two tanks and destroy 
the broken squad in 4B7 by moving a tank adjacent, 
I was a fool to kill that squad in 4N5, but l will cap¬ 
ture the remaining squad and continue my flanking 
move. 


GERMAN DEFENSIVE FIRE PHASE, TL'RN 2 


FP DRMDR EfTecl Result 


MMG 

4CS 

MMG 

-3 

5 

— 


FFE 

5X1 

30 

El 

7 

3 

4. 9 . 6 

FFE 

5WJ 

30 

+ 1 

& 

2 

5 

FFE 

5X0 

30 

+ 1 

3 

KIA 

FIRE 


RUSSIAN TURN 2 POST DEFENSIVE FIRE 

The 150mm barrage could have been worse but 
with the woods ablaze Tve probably lost my 8-1 
leader and LMGs for the duration. IPs agood thing 
I've already destroyed his forward positions or this 
fire could have proven catastrophic. 


RUSSIAN ADVANCING FIRE PHASE, TORN 2 
Eirer_largr! EF DRM DR Effcil 


T26/F1 

4K9 

1 +1 

7 

— 

T26/C 

4K9 

1 + 1 

9 


T26/A 

4K9 

1 +1 

6 

— 


Result 


RUSSIAN TURN 2 END OF 
TURN COMMENTS 

The German 94 leader is now in real trouble. 
His loss will automatically drop the German morale 
one level. My tanks will charge any woods the Ger¬ 
man does not entrench in next turn and l 1 1t start tak¬ 
ing lots of small shots, hoping to break his reduced 
morale leaders. 

RUSSIAN TURN 2, NEUTRAL 
COMMENTARV- 

The German gets the best of the Rally Phase as 
Kelso rallies in time to wish he hadn't and the 
radio contact is maintained and artillery fire 
redirected while no Russians rally. There is no 
Prep Fire only because the Russian is too busy fall¬ 
ing on the hapless German forward positions. 

This move seems well executed by both players 
given their situations. The MMG attack on the rear 
of the T26s was a clever bit of quick thinking 
which might have paid big dividends with a great 
dice roll. My only criticism of the move is that l 
think the Russian r s purpose would have been bet¬ 
ter served by moving up all his armor rather than 
waiting to load infantry. The infantry wilt get there 
almost as fast on foot. 

For the first time the German enjoyed the bet¬ 
ter luck with an average dice roll of 6 compared to 
7.4 for the Russian. This allowed the Germans to 
match losses (which they can 't afford) with the 
Russian for (he first time thanks to their artillery 
fire which delivered an added bonus in the form of 
the fire in 5X0 which considering the dry condi- 
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tions and prevailing winds should eliminate the 
Russian support weapons and lead the broken 
Russians in that forest a merry chase as they at¬ 
tempt to keep one step ahead of the advancing f ire. 

The damage has already been done far behind 
the German*s protective artillery fire however. The 
elimination of the first squad at B7 for failure to 
rout and the surrender of the 8th squad to Double 
Timing Russians in 05 has brought the Red player 
to within two squads of his victory conditions. The 
dire predicament of Kelso before the advancing 
Russian squad in H5 should soon cause a drop in 
morale. The German needs his armor immediately, 
plus his artillery back in the vicinity of P6 from its 
now too advanced position, and a major issue of 
colossal luck. 


GERMAN TURN 2 PRE-PREP 
FIRE COMMENTS 

I have beaten the odds and the Stugs came in this 
turn. However, with the equivalent of 6 squads lost 
and only two to go I can expect a massive Soviet 
rush to push me over the brink. 1 feel at this time 
reduced to a desperation attempt. So I am going to 
close range on the T26 in 4A8. If I ignore him and 
try to move by, he gets a rear shot in the Movement 
Phase and another in Prep Fire. So I’ll throw 
everything on the line in an attempt to knock out 
two tanks. I will also try to draw my artillery back 
towards me while I attempt to entrench for my ‘last’ 
stand. 


GERMAN POST PREP FIRE COMMENTS 
TURN 2 

My entrenching attempt is successful. However, 
I must now rush the leader across the open ground 
in an attempt to avoid his loss (thus tipping over the 
morale drop number). If he isn’t killed, 1 still have 
some hope. 


RUSSIAN DEFENSIVE FIRE PHASE. TURN 2 


■I.y-rei 


FP DRM DR Effect 


2 

418 

2 

•2 

6 

| 

7 

T26/A 

418 

2 

-2 

4 

KIA 

Morale 

Drop 

T26/B 

4AI0 

45L 

+ 6 

5 

— 

Acquired 

T26/C 

4B5 

451. 

4-8 

3 

— 

Acquired 

GERMAN ADVANCING FIRF. PHASE. TURN 2 


Firer 

Target 

FP 

DRM 

DR 

Effect 

Result 

MMG 

4G8 

MMG 

-3 

7 

— 



GERMAN TURN 2 END OF TURN COMMENTS 

The loss of the leader really hurts. My hope is to 
survive the Prep Fire Phase w ith all three tanks and 
then possibly knock out two Russian tanks. 

GERMAN TURN 2, NEUTRAL 
COMMENTARY— 

The Rally Phase brought both players luck as 
Sahavitch rallied for the Russians while the Ger¬ 
man armor arrives which, at the very least, means 
that they will have to suffer 40% casualties (in¬ 
stead of 30%) before they take a step loss in 
morale. Unfortunately the loss of Kelso will more 
than make up for the extra 10% leniency in a single 
blow. 


The dice rolling was rather sensational this 
time—a 5.8 average for the German and a whopp¬ 
ing 4.5 (four rolls) for the Russian. Fortunately for 
the German most of those rolls served only to ac¬ 
quire targets on the German armor or the game 
would be over. 

This time around the German move is rather 
praiseworthy. Having no actual targets to fire at, 
he showed the presence of mind to entrench and 
withheld his MG fire until the Advancing Fire 
Phase in anticipation of the T26/C rotating to fire 
on the appearing German armor. A clever piece of 
play but not backed by adequate dice. 

The attempt to get Kelso back to K9, although 
unsuccessful was about all he could do. His death 
drops German morale one level and puts them at a 
tremendous disadvantage in any sustained 
firefight. 

My only complaint is that Vd have entered a 
STG at B9 and reversed to CIO so as to outnumber 
T26/B 2:1. With the 3rd StG Fd have risked a rear 
shot to T26/B trusting in my speed and his change 
of covered arc to get me to E10 where l could 
engage tank A. While hardly perfect, it does pre¬ 
sent the German with a chance to engage the Rus¬ 
sian armor piecemeal—and if successful—win the 
game. With the Russian armor gone, the remain¬ 
ing German infantry entrenched in woods with ar¬ 
mor <£ heavy artillery support—might indeed 
reverse their fortunes. 


RUSSIAN TURN 2—The Russian foregoes his Prep Fire in order to 
sweep forward into the vacated German defenses. The stunted Ger¬ 
man forces are so far in the rear that the only defensive fire he can 
manage is an ineffective MMG attack on the rear of T26S/B and 


another artillery barrage on 5X0. The latter destroys one already 
broken squad and breaks another while setting the forest edge ablaze 
but the bulk of the Russian forces are already past what could have 
been a very fortuitous bottleneck. Russian MG Advancing Fire with 


the three forward T26s is ineffective, but the very presence of 
T26S/A is enough to eliminate the broken German 1st squad in 4B7 
which is forced to rout. 
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and entrenches instead, In the Russian Defensive Fire Phase, the machinegun- With his loss* (he German morale drops a level. The armor of T26$/G, 


The withdrawal of the 10th squad in the Ad¬ 
vance Phase is understandable given its failure to 
entrench , The Russian will soon own superior fire 
positions at 07 y P7 and PS—thus the relative 
security of the entrenchments in L9 beckons strong — 
ly. But the German, who got into trouble initially 
by spreading out too much may now get the coup 
de grace by overreacting in the opposite extreme. 
Woods entrenchments are powerful positions but 
the Russian can dislodge them by pulling his tanks 
into the same hex—and then where will the Ger¬ 
man go? 

The extra leader in L9 finally advances to K9 
where it can be of some benefit without being a 
hazard to the other occupants of the hex , 

As to the Russian, I am mystified why T26/E 
did not fire on one of the S TGs in the B row to at 
(east acquire a target. The Russian armor advan¬ 
tage is numerical—not qualitative—and he should 
be bringing as many of his guns to bear as possible. 
Apparently he still wants to transport squads to 
the front with tanks D & E, 

RUSSIAN TURN 3 PRE-PREP 
FIRE COMMENTS 

Tank rotated so as to belter duel the Slugs, 
Tanks will go for Slugs while the Infantry continues 
flanking through 4R6 and tank transported Infan¬ 


try will go to dose assault the MGIess Stugs, it’s 
easier now to kill a Stug<& crew than dig out the Ger¬ 
man Infantry, 


GERMAN POST GAME COMMENTS 

Under the original scenario conditions, 1 think I 
would still use this defense although I would prob¬ 
ably pul a leader with the group in 4N5. I still feel 
that under the original conditions the Russians have 
an edge with the mobile firepower of those tanks. 
With the Russian shooting the way he did, I don't 
think anything would have made much of a dif¬ 
ference, 

RUSSIAN POST GAME COMMENTS 

I went for the upfront kills, had good dice rolls, 
and the German simply never had a chance to duel. 
In my excitement, 1 forgot to take as many 
prisoners as l should have but did manage never to 
give the German a defensive shot at my infantry in 
the open. 

There are several lessons that might be derived 
from this new CROSS OF IRON scenario, Unlike 
SQUAD LEADER , where it's desirable to tie 
leaders to platoons, clumps of Germans here will 
draw tank attention. The Russians should be able to 
concentrate on any pocket of resistance and throw 


away tanks and squads in order to try and drop the 
Germans a morale level. So the Germans might con¬ 
sider dispersing broadly to obtain the following ad¬ 
vantages: 

1) The Russian must go after each squad in¬ 
dividually as simply breaking Germans by fire 
doesn't affect integrity or victory; 2) You should be 
left with some infantry to protect your MGIess 
Stugs when they arrive; 3) The further the Russian 
must move the more time he loses, 4} lots of in¬ 
terlocking fire. Consider the following setup: Sq + 
LMGin4B8,$q +9-1 + Radio + LMGin4J8,Sq 
in 4L8, Sq in 4G5 t Sq + MMC + 9-1 in 4R7, Sq in 
4T8, Sq +8-1 in 4X8, Sq in 4Z8, Sq in 4FF7. This 
gives, in most instances, t wo connected cover hexes 
in case a T26 stops atop you and puts you out of 
Russian MMG range. Consider it an exercise to the 
student. 


AFTERMATH & FINAL NEUTRAL 
SUMMARY— 

Turn 3 and the game came to a sudden and 
conclusive end when T26/B hit and burnt STG/C 
with total toss of crew—thus meeting the Russian 
victory conditions. The German's chances received 
a crippling blow even prior to this however when 
they lost radio contact with their off-board ar¬ 
tillery. 
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Looking back, there is no doubt that the Rus¬ 
sian played the superior game nor that he had 
superior luck la 6AS average dice roll compared to 
6.93 for the German). Together it proved an 
unbeatable combination. In my opinion the Ger¬ 
man owed his loss to his initial setup and the clum¬ 
sy turns which resulted from it as the German was 
forced to adjust to the unfavorable events caused 
by the demise of his forward positions* 

I still believe that a strong concentrated 
perimeter defense in the N5-RS-RS-PS area to be 
the best course for the German to follow in 
meeting his admittedly tough victory conditions. 
The opposite extreme as illustrated by Mishcon *s 
suggested setup is not without merit and may well 
be the best course to pursue . Suchar*s problem was 
that he tried to embrace both strategies, i. e ., a for¬ 
ward defense coupled with beating feet to the rear. 
The result was a piecemeal defense which fed itself 
to the Russian juggernaut in handy bue-sized 
pieces. 

Considering the myriad of complex interlock¬ 
ing variables in COL I find it hard to criticize 
either player. The result was a highly interesting 
and educational contest, albeit a short one . 
Mishcon's play might welt earn a commendation 
were it not for his hot dice which tended to hide his 
fine play , If is a pity the replay did not continue 
further so we could see the outcome of his planned 
Close Assault on the MG-less STGs. As he points 
out, the STGs are vulnerable to Close Assault but 
the infantry would present an easy bonus target 
and if hit at 3 hex range would be unable to close 
for Close Assault that turn. Doubtless Jon was 
prepared to sacrifice one while rushing both load¬ 
ed tanks into play * 

<s> 


SERIES 100 

CROSS OF IRON SCENARIOS 

SERIES H)0 is a pad of ten new scenarios for 
CROSS OF IRON printed on the same index 
stock and in ihe same style used for both SQ&A D 
LEADER and CROSS OF IRON. These scenari¬ 
os were designed by COf play tester Courtney 
Allen and playtested by members of his I merest 
Group San Francisco playtest group. Afterwards* 
they were retested by other regional groups of the 
CO l play test team most notably Jon Mishcon* 
Joe Suchar, and John Kenower who contributed 
greatly to their final evolution. For those 
disdaining the‘'design your ow n" approach, here 
is your chance to experience more COt scenarios 
which have been tested for balance and constitute 
lop quality playing aids* How is the chance to 
employ more of those special armor units 
provided with COf which don’t see action in any of 
the official scenarios* 

The ten scenarios com prising SERIES 100 are 
titled as follows: BLOCKING ACTION AT 
LIPKl (1941), SLAMMING OE THE DOQ1R 
(1941), BALD HILL (1941)* THE PENETRA¬ 
TION OF ROSTOV (1942), NIGHT BATTLE 
AT NGRQMARYEVKA (1943), BEACHHEAD 
AT OZEREYKA BAY (1943)* DISASTER ON 
THE DNIEPER LOOP (1943), BLOCK BUST¬ 
ING IN BOKRU1SK (1944). COUNTERAT¬ 
TACK ON THE VISTULA (1944)* THE 
AGONY OF DOOM (1945). 

SERIES 100 is available by mail only from 
Avalon Hill for 54.00 plus usual postage charges. 
Maryland residents please add 5% stale sales tax. 


AMERICAN 


In the second part of this series 1 stated that the 
American commander (henceforth AC) should have 
nerve. I still cling to that contention because a 
conservative AC who does not take risks wilt surely 
lose, while the BC with his numerically and 
qualitatively (at least temporarily) superior forces 
can afford the luxury of playing it safe to a certain 
degree. Perhaps the word “nerve” does not 
accurately describe the successful AC as well as the 
word 'chutzpah" does. Following the suggestions to 
be given in this article wall require a certain amount 
of that. Now for the opening analysis* 

THE OPENING SITUATION 

Actually, anyone who has read part II will soon 
see that this analysis is simply a mirror image of the 
opening situation analysis in the previous article. 
The difference is, of course* that we are now seeing it 
through American eyes. 

CANADA: Not too many options for the American 
here. Although the taking of Quebec would cause a 
serious delay to British planning by forcing their 
reinforcements to come in at Halifax, the fact that 
your transport units are useless during the winter 
makes an effective assault on Quebec impossible. 
(However, having the Americans occupying Quebec 
at the start might not be a bad idea fora variant.) 
For an effective winter assault on Quebec* you not 
only need more supplies than the British, (which you 
can get) but you need an artillery unit (which you 
canT get* at least in time)* Therefore, a wiser move 
would be to attempt the control of Montreal in 
order to deny control of the Middle States and or 
New England area to the British. Simply bring up 
the artillery from Ticonderoga and your supply and 
CA strength point from Quebec and construct your 
fort. The trouble here is that you had better bring up 
a CA or two from Boston if you donh want to 
automatically be fighting at a disadvantage against 
British regulars. A more conservative move would 
be to pull back into Ticonderoga and reinforce that 
position. You would save an artillery unit, thus 
strengthening your defensive position. However, 
you are not really forcing the BC to commit himself; 
he can ignore your position, stay on the defense in 
Canada, and send his extra troops to where they can 
do you more harm. By fortifying and reinforcing 
Montreal, you force the BC to decide how much 
material and men Canada k worth to him. And if 
you do decide to stand in Montreal, reinforce it to 
the point where the British reinforcements in May 
can get no better than I -1. You can not afford to use 
more than 3 RM here because any more than that is 
automatically removed at the next interphase. 
Therefore, any CA will have to come from Boston* 
which is where wc go next. 

NEW ENGLAND: You face virtually the same 
problem as the BC in this area. Here you have your 
greatest concentration of combat power anywhere, 
and yet at the same time you are confronted by a 
superior force in Boston, entrenched, supplied, 
supported by artillery* and even furnished with 
naval transport capable of moving the better part of 
them out to sea! While it would be foolhardy to 
assault Boston, neither can you afford to send your 
entire army of regulars off to the South and leave 
Canada to the whim and fancy of the BC. (Not to 
mention New England.) 

Here is where the conservative is separated from 
the entrepreneur. You can expect the British to send 
up to 6 BR elsewhere by sea. A good way to throw a 
monkey wrench in that is to start your force 


STRATEGY 


confronting the British in the same hex as his What 
this does is to penalize naval movement out of that 
hex by 5 MR If he is escorting his transport unit 
with his battle fleet, he cannot threaten the Deep 
South until March. If he sends his battle fleet on a 
“Tokyo Express” run, his force will arrive in 
segments, and you can attack his unescorted 
transport fleet with the Continental Navy and pray 
for a 6. In any event, it pays to sit on Boston at the 
start. Move the Continental Navy off the east edge 
of the board in February and look for an opening to 
attack an unescorted transport fleet before having 
to come back to base. If not, your navy will have to 
sit in port quite a bit. Which one, we will discuss 
later* 

Assuming that the BC has pulled 6 BR out of 
Boston, this means that you can reduce your forces 
confronting him as well. You will send from 4-6 CA 
to Mont real so that leaves you 12-14 CA. A bout 2/ 3 
of your remainder can pull back to defend interior 
New England* while the rest head south to bolster 
your militia. It is definitely recommended that you 
get some CA to every area as soon as possible, as 
your replacement rate will suffer without them. 

MIDDLE STATES: There is a possibility that the 
British may land in this area, although it has 
negative features which shall be restated here. A 
positive feature is that New York can be reached on 
the first move by the British battle fleet, thus 
immediately capturing a strategic port. As stated in 
the previous article* this area suffers from the fact 
that you ca n harass the British from t h ree sides* and 
your regular army is able to intervene in a relatively 
short time. For these reasons* 1 feel that more 
attention should be paid to the possibility of naval 
invasion in other areas. 

SOUTH CENTRAL: this is an area which has a 
fairly high probability of being invaded. Your main 
problem is that you have few troops initially to 
defend this area with. Another is that vour 
Continental regulars cannot intervene effectively 
until May or June, One advantage k that the BC* as 
in all the previous situations, must have to contend 
with defending against attack from Lhree sides. 
However, the relatively cramped area of the South 
Central slates makes defense easier for bot h sides. If 
the British should be allowed a firm control of this 
area, it would effectively split the colonies in two. 

DEEP SOUTH: this is the area 1 recommended Tor 
the main British effort using the “incoming tide” 
strategy. This area is extremely difficult for the CA 
to get to before August. It can also only be assaulted 
from one direction unless you can slip some troops 
behind his lines from the mountains* Since this is the 
area I recommended, we will assume a British main 
effort here. The suggestions given here can be 
applied to the defense of other areas as well. 

OPERATIONAL STRATEGY 

The main assumption of the “incoming tide” 
strategy is that the American must either retreat 
before greatly superior British forces or be destroy¬ 
ed piecemeal. To an extent this is true In the Deep 
South the American should initially avoid combat 
and hinder British conquest and consolidation of 
the area for as long as possible. One very good way is 
through the proper use of the Continental Navy. 
(Gets more useful all the tlme T doesnT it?)Although 
it cannot engage battle fleet units* it still constitutes 
a naval UNIT. A naval unit sitting in an uncon¬ 
trolled (not British occupied) port cannot be 
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attacked by enemy naval units, nor can ANY enemy 
naval units move into the same hex. If a nava] unit 
cannot move into a hex, then it certainly cannot 
land any troops there, either. So by the simple expe¬ 
dient of starting your navy in a strategic port, (say. 
Charleston, for instance) you block the landings or 
any British forces in that port, forcing him to land 
elsewhere and assault the port by land. This at least 
buys you a little time. For that matter, why should 
your forces slay In Charleston and get creamed 
when you can pull back and put up a stronger 
resistance at Hillsboro? If you decide to pull back. I 
suggest that you destroy the fort, It will be of no 
further use to you, and why give the BC a free fort? 
Your fleet can cover your retreat from the fort, 
leaving one factor temporarily behind in order to 
destroy the fort. So until the CA forces arrive, 
{you will probably be able to gel a factor or two 
from the South Central area) you have 8 RM, I 
supply, and I artillery unit. The earliest that you can 
get a CA to reinforce your position is in April after 
the interphase. Now the big question is: How do you 
go about defending against a British wave advance 
which utilizes greatly superior numbers? The key to 
the American solution lies in supply. No matter 
what the BC does, he can never get any more than 
two supply units at the beginning of each spring, 
summer, and fall quarter. On the other hand, you 
get one supply unit at the beginning of the spring 
quarter Tor each area not controlled by the British, 
That should be four supply units in April immedi¬ 
ately. In addition, you get a supply for each area in 
which no strategic towns are controlled by the BC. 
You should count on being able to get at least one 
supply from this source, two if the BC has really 
concentrated his forces in his wave. The point l am 
trying to make is. you have an initial supply 
advantage over the BC which you can put to good 
use. Opposing a British advance does not mean to 
necessarily fight to the last man. The real object here 
is to make the BC expend H IS supply in attempting 
to clear you from a town. Once he passes t he point of 
no return, (two attacks) you then look for an 
opportunity to break off com bat as soon as possible. 
The BC must either force you out or leave a garrison 
force too strong for you to counterattack safely. The 
more supply the BC expends in combat, the less that 
he has available for building forts and supplying his 
important positions on the coast. Summed up, it Is 
profitable for you to force the BC to use up his 
supply, but it is NOT profitable for you to prolong 
combat for any longer than necessary to expend his 
supply unit. Your supply situation deteriorates the 
farther the BC advances, so it is to your advantage 
to force combat early and often. (At reasonably 
survivable odds, of course. It does not pay to stand 
and light if the odds are going to be greater than 2-1. 
The BC can then conceivably attack you without 
supply at 3-2 and save a supply unit, thus defeating 
your purpose.) 

This all goes back to basic battle tactics. The 
withdrawal can be a game saver for either side, but it 
carries potential disaster should you misjudge the 
intentions of your opponent. As mentioned in Part 
I, the defender who has supply is very much in 
control of the situation. On the second attack, it the 
BC commits his supply, thus insuring its removal, 
the AC can withhold supply and attempt to hreak 
ofr combat. This will leave the unsupplied British 
forces facing a supplied American force, since the 
AC only used his supply once and therefore was not 
compelled to remove it. Needless to say. this is a very 
risky tactic to employ if you are not familiar with 
your opponent’s habits. Of course, since the British 
supply rate is always constant, it is to his advantage 
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to advance as rapidly as possible to cut your supply 
rate as quickly as possible. Remember though, the 
BC will very rarely force march as it always means 
he must leave behind his supply, thus forfeiting his 
numerical advantage. 


THE MIDDLE GAME 

This portion of the game corresponds roughly to 
the period after the British buildup in 1776 and 
extends to the period after French intervention. The 
BC will usually have succeeded in occupying the 
Deep South by the winter of 1777 at the latest. The 
main American concern during this stage of the 
game must be to hold the British advance to the 
relatively constricted area of the South Central 
states, as this area Is very easy to defend. Actually 
you have two different courses of action during this 
phase, You can continue to be a die hard, forcing the 
BC to either consume men and supplies to force you 
out completely or leave a large garrison which 
detracts from his wave. Your second option is to 
pull back before the advance to save men and 
supplies, entrenching and fortifying the Middle 
States and New England area, concentrating 
especially on fortifying those to was which the BC 
MUST occupy to win. (These towns are: Boston. 
Newport, New York. Philadelphia, Charleston, and 
Savannah,) The BC will obviously have gotten 
control of some of these towns. However, you can 
protect one of these cities with the Continental 
Navy, {[fit’s still around) OR you must fortify one of 
these cities at the beginning of the game. The reason 
that fortifications are of any use to the American is 
that the BC cannot control a tow n in which there is a 
fort unless he has at least ! BR or TM factor 
INSIDE the fort. Conceivably then, the Americans 
can win by occupying a fort in one of the required 
cities for a British victory, and allow the BC to 
occupy every other town on the board ! Admittedly, 
that is a tad unrealistic, but it can happen with the 
game’s present victory conditions. 

Personally, I favor the die hard approach for 
two reasons. For one thing, you do not do the 
British any damage by pulling back. If anything, 
you are doing them a big favor by surrendering 
towms without a fight. The second big reason is that 
the more areas that you can keep from falling 
completely under British control, the more you 
increase the chances of French intervention. And 
French intervention is what will turn the game 
around for the American, if the game can be turned 
around at all. 

When you do get French intervention 1 would 
not send the French fleet dashing off to the West 
Indies along with your reinforcements. Fleet for 
fleet, the French Navy is superior to the British. 
Discounting variable forces, the French Navy can 
count on a superiority of at feast plus 2 in a combat 
situation. An astute BC can then use his navy in the 
same manner in which the Americans used the 
Continental navy by stationing a battle fleet or 
transport unit in Charleston, Savannah. George¬ 
town, and Wilmington. This blocks any attempt by 
the Franco-Americans to land troops in the Deep 
South. Any landing must then be made on a coastal 
square at great cost in mobility. Of course, use of 
this tactic does necessarily concede free use of the 
sea lanes to the French. Any attempt on the part of 
the BC to regain naval superiority must wait until 
the British navy is able to bring its variable forces 
into play. Of course, the same tactics used by the 
British in the face of superior naval forces can be 
applied by the French as well in a similar situation 


Part III of The 1776 Thesis 

by John Lockwood 

A word on your worst enemy, winter reduction. 
Using the variable reduction chart, it would be 
advisable to pull out temporarily from high 
reduction areas immediately before the onset of the 
winter with its accompanying losses, and returning 
after the reductions have occurred In order to cut 
your losses as much as possible. 

THE END GAME 

This phase covers the period from French 
intervention to the end of the game. The American 
should keep the French fleet massed with his 
transport to minimize British interference. If the 
American makes the mistake of dispersing the fleet, 
the BC will simply mass his fleet and bushwack 
anything within easy reach. The American w r ould do 
u r e!l to take a hint from British strategy and keep a 
force of Franco-Americans at sea. always looking 
for an unguarded port behind British lines. If the BC 
is too thorough for that sort of thing, and he 
happens to have his fleet guarding the important 
ports, the American can still create havoc by landing 
on the coast at a point FAR removed from British 
lines. (Such as Savannah.) The farther from the 
main British forces that the landing is made, the 
greater the eventual effect will be. Any force that is 
sent to deal with the invaders must be at least equal 
to it to have a chance of stopping it. Once a strategic 
town in the area is taken, the invading force can he 
strengthened at the next interphase due to the 
improved reinforcement status of the area. Another 
positive effect is that the British must detract from 
their wave, thus weakening the impetus of their 
main advance. The AC should not be satisfied with 
just invading oncc. He should probe with his fleet as 
much as possible, invading at widely separated 
points behind the British lines. If he ignores your 
invasions and tries to continue his advance, he will 
soon find himself losing control of formerly secure 
areas. Unless he has variable forces available, he 
does not dare risk attempting a counterinvasion, 
fearing the possibility of having his whole fleet 
temporarily pul out of commission bv a French 
attack. (Using the fleet in a piecemeal fashion only 
guarantees its piecemeal destruction.) If the Ameri¬ 
can executes this tactic properly, the BC will soon 
find himself in a position similar to that of a little 
boy attempting to plug up all of the holes in an 
increasingly leaky dike. The main ‘"wave advance” 
will become stagnant as the BC pulls more troops 
from the main body to deal with the amphibious 
landings. 

To sum up the overall American strategy, the 
American should combine standing fast with 
substantial forces in strategic towns with tactical 
avoidance of combat aimed at maximum expendi¬ 
ture of British supply. The American should destroy 
anything of possible use to the British, which 
includes forts, artillery units, and anything else 
which seems likely to fall into the hands of the BC, 
He should make maximum use of the French forces 
when they arrive by striking as deep as possible 
behind British lines and continue to strike as often 
as practicable, with the aim of creating the very 
situation the Wave ad vance attempts to a void; a war 
with no discernible front line. 

That about wraps it up. folks. And just keep En 
mind those inspiring words of Mrs. Cornwallis to 
her son, the general: “If you can’t be good, son, be 
good AT it!" 
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PANZER DREAMER 

by Bob Proctor 


I've been a happy and dedicated wargamer since 
1959, but ever since that first game of TA CTICS II. 
one particular aspect of gaming has been bothering 
me. The certainty. Not certainty about the outcome 
of the game. Not certainty about the optimum 
strategy. But when I can look over and sec exactly 
where the enemy is and know exactly what he can 
do, 1 feel like Mars must have felt while looking 
down from Olympus on the battles of mere mortals. 
As I know from military histories, this exactitude is a 
far cry from the confusion and lack of communica¬ 
tion that reign on the battlefield. In actual battle 
such as in North Africa or in the Solomons in 
WW2—surprise often seems to be the single most 
crucial element of victory, but it has been largely 
neglected in wargames. 

I don't mean that I'm unimpressed by the 
various attempts to introduce the "fog of war” into 
simulations: simultaneous movement, hidden set¬ 
up, decoy counters, unknown combat strengths, 
mechanical breakdowns. All of these are worthy 
devices and generally improve any game in which 
they are used. Unfortunately, they also add to the 
amount of time needed to play. This means I get to 
make fewer decisions in a given amount of time, and 
also that it takes longer to see the results of my 
decisions. In short, I get to do less gaming. I'm 
willing to trade some time for more uncertainty- 
more excitement but I keep wondering if maybe I 
could have both. 

The method which seems to give the most "fog" 
for the least investment of time is the double board 
system. While the concept is very old (remember 
BA TTLESH! PS?), it was introduced into commer¬ 
cial wargaming with BISMARCK in the early 
1960's. (Does anyone know of an earlier instance?) 
The idea is suitable for any boardgame. Each player 
has a separate board on which his units deploy. 
Neither can see the other’s units. Unless there are 
rules governing searching (as in BATTLESHIPS. 
BISMARCK and MI DIVA K). a neutral third party 
(referee) must oversee both boards and inform the 
combatants when they make contact or spot an 
enemy unit. It is a straight-forward matter to play 
any wargamc this way; no rules need be changed. 
But it is damned hard to find a good referee! Often a 
third board is needed so that the ref can keep both 
sides set up together. Otherwise he'll go bonkers 
trying to figure out lines of sight. And he must be 
extreme/y careful not to do or say anything which 
gives free information to either of the players. The 
number of times the dice are rolled or an "innocent" 
question asked aloud ("Do you want to opportunity 
fire?") may reveal crucial information. Nor can the 
ref ask questions about the rules ("Can cavalry go 
through woods?"), he must know- the game well or 
slow it down while he consults the book. 

The result, then, is that the more uncertainty we 
introduce into a game, the more laborious it is to 
play. On top of this, the most detailed simulations 
are becoming more complex—there are more 
factors to lake into account. Is it any wonder that 
games take longer to set up? Longer to finish? 
Especially, longer to learn? Programmed instruc¬ 
tion rulebooks yet! Where will it all lead? 

To me it seems clear that the next few years will 
see a massive influx of computers into serious 
wargaming. There, at last I’ve got to my subject! As 
soon as the shouting dies down I’ll continue . . . 

Picture, if you will, the following vignette: 

Our Typical Gamer, call him Al. is just back 
from a week-long vacation. He has a free evening 
and feels like a game, so he calls friend Zeke to sec if 


he would like to finish a scenario of PANZER 
LEA DER which the two had started back before Al 
left. 

“Sure!", says Zeke, "But let’s keep it to an hour 
and 20 minutes. I want to watch Creature Features 
tonight." 

"OK, but I wish you’d get a second TV! Get 
ready ...” 

Al sits in front of his computer, which is as small 
as a stereo receiver and connects w ith a color TV and 
a typewriter keyboard. He turns them on and puts a 
tape cassette into a small recorder, also connected to 
the system. 

"OK. Al, power’s on!" 

Al puts his phone receiver into two rubber cups 
on top of a small box. The phone line will connect 
his computer with Zeke’s during the game. He hits a 
few keys and his screen displays this heading: 


Panzer Leader dale started: 10-22-84 

date last played: 10-22-84 


Allied: Al -this display 

German: Zeke -secondary display 


Status: German went first. 16.5 turns 

complete. German to move, 
(turn 17 combat complete) 


Al had forgotten most of the thread of play so he 
ran through his stock routine for these situations. 

First, he typed in a command to display the 
whole mapboard on the TV. On this scale, all of his 
units were just green squares on the terrain. Another 
command made all of his infantry units blossom 
into very bright color, then he did the same for his 
armor and artillery. 

The scenario they were playing was one in w hich 
victory conditions and OBs were assigned by 
chance, so Al reviewed these too. He had to make a 
spoiling attack which would inflict 50% losses in 
attack factors on the enemy. He had no way of 
knowing what Zeke’s objectives were, but he had left 
himself the following reminder: 

The German appears to be concentrating defensively 
around Wiln but has a strong force (six AFVsand one 88 so 
far, but no infantry) which suggests that his victory 
conditions require him to take something on my board. 
However, he may have a small force and be trying to bluff 
me into being cautious. Forty-three factors of his have been 
eliminated. 

Al knew that Zeke loved to use deceptive unit 
mixes and deployments. In their last game he had 
won by holding back two tank platoons and running 
out to grab his objective on the last turn alter luring 
all of Al’s reserves into a pitched firefight at the 
other end of the board. 

Al called back the map and displayed the 
locations of all spotted enemy units. They flashed in 
blue around Wiln. With his light pen (like a small 
flashlight), he outlined an area containing all of the 
enemy units and "zoomed" in to magnify this region 
on the screen. Unit types and strengths were now 
visible on the "counters". The contents of stacks 
were shown at the bottom of the screen, keyed to 
letters which appeared on the map. 

By the time Al had finished studying the 
situation, a message flashed indicating that the 
German move was done. He hit the command to 
proceed and the whole board jumped back onto the 
screen. One of the blue units was flashing, indicating 
that it was about to move. As Al watched, the half¬ 


track moved off, in retreat, over a clear hilltop. As it 
reached the crest, Al punched the interrupt button, 
freezing the action. All of his units with a line of 
sight shone brightly. Should he opportunity fire? 
No. halftracks didn’t have large enough attack 
factors, maybe something better would show- up. He 
was pretty certain that Zeke was unaware of the AT 
guns which had just been moved to a fringe of woods 
well forward. He hit “continue" and the carrier 
disappeared over the hill. Now a second blue unit 
appeared out of the woods and began to follow' the 
same route. This was a much juicier target—a truck 
towing a large howitzer! Al hit "interrupt" as it 
reached a hex within LOS of a mortar. Indicating 
the mortar with the light pen. he entered the 
opportunity fire (OF) command. A message told 
him that he couldn’t OF with that mortar because 
the target had not been in LOS long enough. He 
restarted the action and let the truck reach the 
hilltop before he stopped it. Indicating the mortar 
again, he asked for an odds display. It was only a 3 
on I now. because the target was elevated, so Al 
used the pen to add an AA battery to the attack to 
get a 4 on 1. Bye, bye, target! There was a pause 
while Zeke was shown the newly disclosed guns (if 
he could see them) and got the option to change the 
remainder of his move. A message appeared to say it 
was the Allied turn: there were no other visible 
moves by the enemy. 

"Still hiding from me!", thought Al. 

Al had been eyeing a wooded hilltop hex which 
had a good view of the open ground which he 
wanted to cross to reach the w-oods in which the 
Germans had been hiding. He realized that if he lost 
one more tank unit it would put him over 50% of his 
strength lost, which could figure in Zeke's victory 
conditions. He feared an 88 on that hilltop. Al 
indicated the hex with the pen and highlighted all of 
the hexes which could be attacked from there. 
Almost all of the ground between Al’s units and 
Wiln lit up! 

"That does it.", thought Al. and he picked a 155 
to plaster the hex with direct fire. The attack 
wouldn’t hurt an AFV. if one was there—the attack 
was halved since nothing had been spotted in the 
hex and there was a die roll modifier for the woods, 
but it would probably kill and certainly disperse any 
towed gun. 

Al assigned several other blind attacks and 
finally entered the command to resolve combat. A 
flashing orange circle in one hex indicated second¬ 
ary explosions; some vehicle had been eliminated 
there. On the hilltop hex there was nothing. Al took 
the pen, picked a halftrack with a rifle platoon in it, 
and chose a path across the clearing and up next to 
the hilltop where he unloaded. If the hilltop was 
empty, he would take the infantry through the 
woods on the back side to try to take a bridge (which 
the enemy might have been ordered to hold). The 
command to execute caused this move to be shown 
to Zeke. Al waited tensely to see if any OF came. 
No! As the halftrack moved adjacent to the first 
woods hex. a German mortar appeared in it. Al hit 
"continue" and his halftrack moved past and on up 
next to the hilltop. Two dispersed German units (a 
pink stack) appeared there: a MG platoon and a 
75mm AT gun! Al gleefully ran two more infantry 
units in to mop up. 

Much as I hate to leave the game unfinished. I 
think we've seen enough to understand what it 
would be like to "computerize" an existing war- 
game. The computer would: 
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—ensure all set-up. movement and combat were 
legal and 

—do all dice rolling and bookkeeping in¬ 
stantaneously. 

The benefits of such a system would be fantastic! 

1. There would be a standard interpretation of 
rules and terrain. 

2. The computer would remind you of rules, 
making it easier to learn to play and less likely that 
you’d learn incorrectly. 

3. Games could be automatically recorded it 
would be easy to print out the moves, even maps, 
and the board would never get upset between 
playing sessions. (Erased maybe!) 

4. Stacks, no matter how' big. would never fall 
over. 

5. You could play face to face, by phone or by 
sending a cassette through the mail. 

6. In multi-player games there could be secret 
diplomacy by sending messages to a single terminal. 

7. Simultaneous or hidden movement would be 
easy to handle. 

The hardware to do all this exists now. it would 
cost roughly $10,000 fora two-player setup. It could 
be a lot cheaper if one were willing to forego the map 
display. A system which used hex numbers as 
references (you’d have to keep the game set up in 
front of you) would cost less than $2000. If this still 
seems like a lot then wait a few more years and there 
may be a PA NZER BLITZ cartridge for your Atari! 

A much more costly item would be developing 
the programs. Game design and testing would have 
to be much more thorough than they are now 
because an error or omission could not be resolved 
by agreement or a “friendly die roll.” It would be 
most aggravating to have a game “crash” part way 
through. This is the electronic equivalent to 
knocking the board over. Errata, in the form of 
updated programs, would be easy to create but 
costly to distribute. It could make playtesting easier 
but publishing more than one version of a game 
would nullify the advantage of standardization. 

As w ith any technological change, there is a seed 
of “future shock” here. Besides the changes in 
designing and testing techniques, computers would 
change the kind of game being played. Designers 
will be free to “design for effect.” They wouldn’t 
have to worry about how complex or cumbersome a 
procedure is because the computer could do it in the 
blink of an eye. All the gamer will see is the effect. 
Combat results: terrain effects: special morale and 
weather rules: ammo, fuel and supply conditions; all 
of these will become very sophisticated without 
affecting playability. Imagine a game with hundreds 
of different types/degrees of terrain and a 
TOBRUKAikc combat system with more kinds of 
weapons, ammo, cover and possible results! 

Other ideas which would be practical for a 
computerized wargame are: 

—To require more positive actions to gain 
intelligence, (like sending scout cars forward first to 
make contact or spending BRPs in THIRD REICH 
to develop espionage) 

—To introduce factors unknown to both players, 
such as weather, replacement rates, neutral reac¬ 
tions and repair capabilities, (example; a search sent 
out in MID WA Y reports ten tenths cloud cover, no 
sightings possible) 

—To allow for counter-intelligence, false infor¬ 
mation, along with the possibility of true informa¬ 
tion leaking out. 

—To integrate strategic, operational and tacti¬ 
cal levels. Changes in map scale and time scale are 
kept track of automatically, (example: the trans¬ 
ition from search to battle in JUTLAND) 

Of course, the real dreamers will still hope for a 
computer opponent, something they can match wits 
with anytime they’re in the mood. So many gamers 
are playing solitaire that such a program would be 


immensely popular. But, having watched the 
painfully slow development of chess-playing pro¬ 
grams, I’m not about to suggest that a program that 
will play PANZERBLITZ . and play it well, is right 
around the corner. I don’t even think that it’s likely. 
However, I do think it would be a good idea to try, 
because even a program that plays lousy PANZER- 
BLITZ would have two very useful applications. 

First, it could be used to teach the game by 
playing simple scenarios, perhaps even with 
programmed instructions. As long as it taught the 
rules correctly, it could make perfectly horrible 
moves—maybe even let the neophyte win a few to 
build his ego. 

Secondly, two such programs could be set 
against each other as a playtesting tool. They could 
quickly (!) run through ten or a hundred games and 
test many unforseen (they’re stupid, remember?) 
rules applications. Instead of playtesting being 
longer, harder, and more expensive, computers 
might make it easier and cheaper. Having a “poor” 
program, one which doesn't stick to the best 
strategies, would be an asset. 

And suppose, just suppose, that our program 
improved so that by Version 3 it could play an 
“average” game—good enough to beat about half of 
its opponents. I still don’t think that such a 
challenge would be of more than passing interest to 
a strong player. But how about two “experts” 
playing a monster scenario where each had a 
program as a subordinate commander? A time limit 
on each move would force both players to delegate 
some responsibilities to the program and create a 
situation where the players make Rommel-like 
“dashes” to assume command w here the fighting is 
most critical. Meanwhile, the mediocre second-in- 
command tries to follow orders (“Hold this town” 
or “Take that bridge”). This idea would not only be 
a step forward in command control simulation, it 
would allow gamers to do more playing by ignoring 
the dull and static areas and concentrating on the 



NEW KINGMAKER 
EVENT CARDS 


Are your KINGMAKER games getting a bit 
dull? You can spice them up with the new Event 
Cards described in Vol. 14, No. 3. Avalon Hill 
is making available in a special expansion kit a new 
deck of 48 Events cards including 25 printed 
Treachery, Gales At Sea, Refuge, Vacillating 
Allegiance, Catastrophe, and Royal Death cards as 
well as 23 blanks for use in your own variants. The 
entire deck is backed by the same rich 
KINGMAKER design which makes the game such 
a joy to play and cards from the two decks will be 
indistinguishable from the rear. This special card 
deck is available for $4.00 plus postage. Maryland 
residents please add 5%sales tax. 


RICHTHOFEN’S 
MANEUVER CARDS 



Vol. 14, No. 4 of the GENERAL printed a 
variant for RICHTHOFEN'S WAR which 
featured the use of a deck of 27 maneuver cards to 
augment the mechanical movement system and 
add a degree of uncertainty and excitment to the 
game. Not just a random luck element, use of the 
maneuver cards is dependent upon such factors as 
turning ability, attack position, and pilot skill. 
Using the maneuver cards one can more vividly 
execute the classic maneuvers of the day: Barrel 
Roll, Falling Leaf, Flat Spin, Immelmann, Loop, 
Nose Dive, Side-Slip, Tight Circle, and Vertical 
Spin in an attempt (not always successful) to get 
on the enemy’s tail, rather than just trade shots. 
This 27 card deck is professionally illustrated and 
printed and available from Avalon Hill with 
instruction sheet for $4.00 plus usual postage and 
handling charges. Maryland residents please add 
5% sales tax. 


SQUAD LEADER 
T-SHIRTS 

Yes, we are following up on the success of the 
PANZERBLITZ T-shirts with yet another offer¬ 
ing on what has become our hottest game. Now 
you too can become a SQUAD LEADER 
whether you play the game or not. The back of 
the shirt is adorned with the same Avalon Hill 
logo you’ve seen before on the PANZERBLITZ 
shirts. Be sure to specify size: small, medium, 
large, or extra large. $5.00 plus 50<r for postage 
and handling. Maryland residents please add 5 ( 7o 
state sales tax. 
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ADVANCED LEVEL MIDWAY 


Though an early generation wargame, MIO¬ 
WA Y has sonic (Inc characteristics which make it 
one of the better Avalon Hill games: playing time is 
short, rules are fairly simple, and there’s plenty of 
action. Yet, there are a few rules which seriously 
detract from the potential realism of the game. A 
discussion of each follows along with proposed 
changes to correct and enhance this otherwise fine 
game, 

BATTLEBOARD PROCEDURE: Step 9 , 
Under the present rules, if a ship is attacked while 
alone by two groups of 5 squadrons each, it will be 
sunk—even the mighty Yamato succumbs to attack 
by not more than 30 aircraft! More than once a 
clever American commander has waited to attack 
the last Japanese reinforcement group alone, 
thereby sinking the Hosho, Sendai, and at least one 
battleship at a marginal cost in planes. Two new 
rules correct this situation and give the screening 
player more flexibility: 

1. A ship can conduct consolidated screening 
if ... a) no other ships are screening it: and b) the 
ship applies its screening value to defend itself; c) 
When using consolidated screening, total the 
n u m ber of pla nes w hich are at tacking the target ship 
into a combined attack value. Compare this figure 
to the defending ship’s screening value and reduce to 
basic odds; d) Each group of attacking planes now 
conducts its attack using the same odds column. 
For example, the MUTSU is under attack by two 
groups of five T planes and one group of six D 
planes. Under the present rules, one group would 
attack at 1-2 and two groups at 5-1 (sinking 
MUTSU). The consolidated screening rule com¬ 
bines all the attacking groups into a combined 
attack value: 5 + 5 + 6= 16 vs, 8 (Mutsu)- 2to 1, Now 
the US player conducts three 2 to I attacks against 
the MUTSU. With average luck, he’ll score 5 hits. 

2. Ships with a screening value of four or greater 
can split their A A fire equally into two parts. 
Screening value of 5 divides into values of 3 and 2 
factors. When dividing screening value, the IIring 
ship is not permitted to use its “arbitrary screening 
value of 1“ against enemy aircraft. Example: the 
Yamato wants to screen two other ships with 5 
factors each, but if the Yamato itself is under attack, 
other ships must screen it against alt attacking 
planes—otherwise split screening is not allowed. 


Step 10; When aircraft conduct attacks against 
the “arbitrary screening value of F\ they are not 
subject to losses. Keep in mind that the arbitrary 
screening value does not represent any A A fire, but 
rather a factor for battle odds computation only. 

FIGHTERS: change to rule 1— Stripping off 
fighters can be used to attack enemy bomber and 
torpedo plane squadrons. When engaging D and T 
plane squadrons in fighter combat, the fighters 
double their strength for determining combat odds, 
D and Ts which survive the combat proceed to 
conduct air attacks against enemy ships. Delete 
references to the use of fighters as extra screening 
value. 

a. The interceptors decide how many enemy D 
& T planes, and of which type, they will attack. 

b. Combat against D & T planes is fought 
separately from fighter vs. fighter combat. 

With regard to fighter combat resolution, the 
results table was designed primarily to reflect losses 
in large scale fighter battles. In small battles, the 
losses are disproportionately high. To correct this 
problem, use the following rule: if the lesser side has 
fewer than 12 squadrons involved in fighter com bat, 
reduceall losses by half. case of fractions, roll the 
die again: #F3: round losses down; #4-6: round 
losses up. 

Even when spotted by recon planes, air attacks 
often did not arrive on target, especially those 
launched from great distances. The Hornet's planes 
failed to locate the Japanese fleet at Midway; two 
years later, a large wave of Japanese aircraft went 
off course in the Marianas. Furthermore, the range 
of attacking aircraft would seem to be too short. To 
correct these problems use these rules: 

E. If the \ a rget is more tha n 6 squares distant, roll a 
die: if the die roll is less than or equal to the number 
of hexes flown to target greater than six there is no 
attack. Roll for each carrier and for each mission. 
For this purpose, planes based on Midway are 
considered as carrier planes. 

2. The range of all planes is changed to 20 squares. 
Planes are not permitted to attack targets at any 
range which would prevent their return to base. 

The rule prohibiting “Kamikaze 1 * attacks has 
been added because at this stage in the war, the 
retention of veteran combat experienced pilots was 
crucial to botEi sides. 


Midway Island Itself had a formidable array of 
heavy A A weaponry. To reflect this fact, Midway 
gets a screening value of 20 or equal to the relative 
fortification strength, whichever is the lesser The 
screening value is never less than I. When Japanese 
planes bomb Midway to reduce its fortification 
strength, they must roll for A A losses using the 
Aircraft vs. Ship combat results table. 

During the war, it was fairly common for both 
sides to launch search-air attacks into locations 
where enemy ships were suspected, but not 
confirmed. Therefore, anytime a player wishes to 
conduct an air attack against a square in which an 
enemy target has not been spotted by recon, 
(Midway Island liseir is always considered to be 
“spotted”! the attack constitutes a SEARCH-AIR 
ATTACK which is subject to the following rules: 

1. At least four squadrons of D & T planes 
combined must comprise the mission. 

2. If the mission destination is within 5 squares, the 
search also attempts to locate ships in adjacent 
squares. Beginning with the target square, the 
searching player calls out zones one at a time. Once 
an enemy force or CAP is contacted, he must stop 
calling out zones and engage in com hat with all 
available planes, 

3. If the mission destination is 6 or more squares, 
the search only Hies and searches the target zone. 
Furthermore, the attacker must roll the die before 
searching in the same manner stated previously for 
air attacks at a range in excess of 6 hexes. 

The use of this rule wiM prevent players from 
sending out a single squadron each into many zones 
in a desperate attempt to find an elusive enemy task 
force; furthermore, this procedure requires fewer 
planes to do the same thing, but they operate in 
larger groups. 

Badly damaged heavy ships often look many 
months to repair, denying their use to the fleet. 
Consequently, inflicting serious damage upon 
enemy carriers or battleships particularly would 
have some value towards victory. At the end of the 
game, each BB or CV (not CVL) which is within one 
hit of sinking results in 3 victory points. 

Marine and Army aircraft w r ere not trained to 
operate from carriers. As a result, planes based at 
Midway at the start of the game cannot land on US 
carders. These connLers should be marked to 
separate them from US carrier planes Technical 
note: the Hosho had a capacity of 5 groups, so it can 
carry two more in addition to the 3 groups il starts 
the game with. 

Up to now, only existing rules have been 
modified. At this time, we’ll gel into some 
completely new rules. The most significant change is 
the addition of an Invasion Force counter which 
represents six troopships. Each unchecked box is 
worth one screening value factor and one (defensive 
only) surface combat factor. Screening values can 
only be used in sell defense. For each hit against the 
I F. counter, Midway gains 4 fortification points 
and the US gets one victory point; if the l.F, counter 
loses five or more ships, then Midway cannot be 
invaded. Reduce the At ago to 3 hit boxes. 
Fu rt her more, d u r i n g t h e fou r consec u t i ve t u rns t ha t 
Midway is being invaded, two battleships must be 
located at Midway concurrently for four consecu¬ 
tive turns. 

Attached to the Yamato group are six supply 
ships which arc represented by the Supply Force 
(S,F.) counter. Each unchecked box is worth one 
screening value factor and one surface combat 

Continued on Page 34, Column 3 
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Fifty-five years ago, when Vladimir 1. Lenin 
was at his peak as one of the most successful 
revolutionaries of all time, he said, '‘History is 
always richer in content, more varied, more many- 
sided, more lively, and more ‘subtle' than even the 
best parties.' 1 The hardcore wargamer, whose 
favorite board game is a slice of the past he is reliv¬ 
ing, would be quick to agree with the old Bolshevik 
because the more historical information that is 
available about the game the more exciting and 
engrossing he finds it. (Whether or not it is better 
than a good party is open to question.) 

The primary objective of (his column, which 
will appear in THE GENERA L at irregular inter¬ 
vals, is to help make wargaming more enjoyable 
for our readers by identifying sources of the latest 
background information in concise, timely and 
critical reviews of books that feature military 
history topics. Special attention will be given to 
titles that are or particular interest to Avalon Hill 
wargamers* 

A secondary objective of the column is to pro¬ 
vide the design staff members at AH with a 
research library of current military titles at the 
lowest possible cost. This objective is already in 
the bag because review copies are sent to us free of 
charge. 

Publishers of military books have been 
solicited to send review copies of their most recent 
releases that cover all eras of warfare, famous unit 
histories, battlefield tactics, overall strategy, 
biographies of noted military personalities, equip¬ 
ment and armaments. Not all of the books that are 
received will be reviewed but each one wil be listed 
in a section of the column emitted: “Books 
Received", 

U-Boat. By Lothar-Gunther Buchheim, translated 
by Gudie Lawaetz, 666 Fifth A venue * M ¥., N. Y., 
10019 , Bantam Books, Inc ,, 1979. 284 pages, 
200 + photos, 2 drawings, soft cover, $9.95, 

Buchheim shot over 5000 photographs aboard 
two of Hitler's submarines in an attempt to cap¬ 
ture the reality of war before it was irretrievably 
lost. He has been successful in culling 200-plus 
black and white “pictorial documents" to give the 
reader a feeling of the claustrophobia, the con¬ 
striction and the oppression that goes along with 
fighting aboard a 220-foot VI1-C class U-boat in 
WWII. The collection of photos include the 
sighting, signaling and maneuvering together of 
two subs during a rare meeting in mid-Atlantic. 
Action episodes include the periscope-level attack 
and shelling of the hapless tanker, Ctea, and the 
surface torpedo assault and subsequent burning of 
the tanker, Arthur F. Corvin, which brought on a 
thorough depth charging by an American-made, 
four-stacker destroyer. The violence of the near 


fatal attack is attested to by the blurred photos of 
the crewmen. Buchheim captues the exhaustion 
and Fear in the faces of the crew from a stricken 
U-boat that has been pulled out of the sea by his 
boat but who must stay on the deck during the race 
to safety in the submarine pens along the coast oT 
France. The narrative, which is written in chroni¬ 
cle form, is adequate to support the excellent 
photography. The student of submarine warfare 
will he frustrated to see the pages arc not 
numbered nor is there an index. It look 83 rounds 
from the deck gun to sink the halves oT the Clea 
but the caliber of the weapon could not be found 
anywhere in the book. For the wargamer, who has 
an interest in the war at sea and especially in sub¬ 
marine warfare, this book is a must to read. For 
the reader who is interested in (he courage and 
bravery that men can show under the most 
demanding conditions, do not miss reading this 
one. 

. . , George O’Neill 


Boarding Party—The Last Action of the Calcutta 
Light Horse, By James Leasor. Wayside Road, 
Burlington, Massachusetts 01803, Houghton 
Mifflin Company, 1978. 204pages, $8.95. 

In late 1942, German U-boats began to wreak 
havoc on Allied shipping in the Indian Ocean. 
These German submarines were being guided to 
their targets by a secret transmitter aboard a Nazi 
ship, which had taken refuge in the neutral harbor 
of Portuguese Goa, 400 miles south of Bombay, 
India. The dilemma faced by the British was how 
were they going to remove this thorn in their side 
without violating Portuguese neutrality. The 
answer was found in The Calcutta Light Horse, a 
part-time military territorial unit, which in reality 
was 95% a social and sporting club and 5% an 
auxiliary military organization. British leaders 
recruited 18 middle aged merchants, bankers, 
lawyers and accountants from the ranks of the 
Light Horse and sent them on a raid of the ship, 
that if it failed would have been disavowed by the 
British government as nothing more than a wild 
escapade of a few drunken civilians. The final 
product of Lcasor’s research is the true story of 
one of the strangest and runniest events oT WWIL 
The quality of the writing is excellent with the ex¬ 
citement and frustration of the operation 
permeating the entire book, which makes it in¬ 
teresting general reading but nothing special for 
the wargamer who wants detailed historical data. 

♦ . . Arnold Blumberg 

"Herman Goring”—From Regiment to Fall- 
sch irmpanzerkorps. By Roger J. Bender and 
George A. Petersen. P.Q. Box 23456, San Jose , 


California, 95123, R. James Bender Publishing, 
1975. 208 pages, $13.95. 

This book is billed as an organization and com¬ 
bat history of the "Herman Goring" military for¬ 
mation from its beginning as a Prussian police unit 
in 1933 to its demise as a corps in the fields of Sax¬ 
ony in 1945. Every reorganization is presented in 
great detail by citing official orders and tables of 
organization. Readers who are interested in the 
order of battle for companies and battalions will 
find Ihe book useful. But beware. Most of the in¬ 
formation is in German. That portion of the book 
that treats the unit history and which is potentially 
of the greatest value to a wargamer is very sketchy. 
There are some specific and interesting stories 
about the unit, such as how it saved the art 
treasures of Monte Cassino Abbey before Allied 
bombers blasted it, but there are not enough of 
them to make the book useful to the reader who 
wants more details of the life of ihe unit. The 
authors also have included details about the 
uniforms, insignia (color plates) standards and 
vehicle markings. The book is liberally illustrated 
with excellent black and white photos of the men 
and equipment of the "Hermann Goring". A 
hardcore wargamer might find this book useful 
and interesting but not the novice. 

. . . Arnold Blumberg 


Battle for Antwerp. By J.L . Moulton. 171 
Madison Avenue, New York, NY 10016, Hip - 
pocrene Books, 1978208 pages, 70 photos, 
numerous maps, hardcover, $14.95. 

While the eyes of Europe and the world were 
riveted on the dramatic events transpiring in the 
Belgian town of Antwerp, another equally impor¬ 
tant campaign was being waged behind the front to 
clear the port of Antwerp and the Scheldt estuary. 
Even had Montgomery’s daring airborne stroke at 
Arnhem succeeded it is doubtful that the war 
would have been significantly shortened given the 
Allied supply quandary. Moulton goes to con¬ 
siderable lengths to back the prevailing theory that 
Monty erred badly in not first securing the ap¬ 
proaches to Antwerp. 

The book details ihe relatively easy advance of 
the 1 Ith Armoured Division from the Seine to take 
Antwerp virtually without a fight. But here the 
British failed to press their advantage and 
although the port was theirs virtually undamaged, 
seaborne access to it was not, for the Germans still 
controlled the Scheldt with mines and coastal 
guns. Thus began a long struggle for mastery be¬ 
tween the Canadian First Army and the German 
75th Infantry Division in the flooded polders 
astride the Scheldt to the final assaults on 
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Walchcren Island by the 4th Commando Brigade, 
and the 52nd Lowland Division. Although the 
German defenders were 2nd line troops of low 
morale sarcastically referred to as the ' 4 white 
bread” division due to their ranks being filled with 
wounded veterans with stomach disorders, the 
natural defenses of the Scheldt were formidable 
and forced the Allies to new heights t?f amphibious 
warfare to avoid the channelizing effect of the 
flooded polders. Cut off and without armor sup¬ 
port, the German's only hope was to play for 
time—every day their guns controlled the Scheldt 
was another day that the Allied sledgehammer 
blows on the major German front were weakened 
by lack of supply. 

While Moulton's scholarly approach is 
somewhat tedious in its documentation, it 
nonetheless is an excellent detailed account of this 
little publieizeed campaign wherein so many Allied 
AFVs (or ‘funnies' if you will) received their main 
testing under fire. An especially valuable work for 
those interested in the art of amphibious assault as 
practiced in 1944. 

. . . Donald Greenwood 

BOOK RECEIVED: 

The Napoleonic Wars by Michael Glover, 171 
Madison Ave., New York, NY 10016, Hippocrene 
Books, Inc., 1978. 240 pp., 100 illustrations, 
$22.50. 

The German Raider Atlantis by Capt. Bernhard 
Rogge and Wolfgang Frank, translated by Lt. 
Cdr. R.O.B. Long, RNVR, 666 Fifth Ave., New 
York, NY 10019, Bantam Books, Inc., 1979. 224 
pp. $2.25. 

Uniforms, Organization and History of the 
Afrikakorps by Roger J. Bender and Richard D. 
Law. P.O. Box 26772, San Jose, CA 95159, 
Military Arms Research Service, 1973, 256 pp., 
354 illustrations, S 13.95. 

Space Shuttle: America's Wings to the Future by 
Marshal] H. Kaplan, 329 W. Aviation Rd. P 
Fallbrook, CA 92028, Aero Publishers, Inc., 1978. 
256 pp., $14,95. 

Combat Record of the 504th Parachute Infantry 
Division Compiled by Lt. William Mandle and 
PFC David H. Whittier- P.O. Box 3107, Uptown 
Station, Nashville, TN 37219, The Battery Book 
Shop and Press, 1978 (reprint; originally primed 
1945).. 172 pp,, 447 photos, 3 color plates, soft 
cover, $12,00. 

66, A Story of World War II by Si into Wessman. 
P.O. Box 3107, Uptown Station, Nashville, TN 
37219, The Battery Book Shop and Press, 1978. 
(originally primed 1946). 175 pp., 270 photos, 5 
maps, $22.50, 

The Saga of the All-American Compiled and 
edited by W. Forrest Dawson. P.O. Box 3107, Up¬ 
town Station, Nashville, TN 37219, The Battery 
Book Shop and Press, 1978 (originally printed 
1945). 381 pp., 852 photos, 100 drawings, $25.00. 
McDonnell Douglas F-I5 Eagle by James Steven¬ 
son. 329 W. Aviation Rd., Fallbrook, CA 92028, 
Aero Publishers Inc,, 1978. 104 pp., so ft bound, 
$6.95. 

British and American Tanks of World War II by 
Peter Chamberlain and Chris Ellis. 219 Park Ave. 
South, New York, NY 10003, Arco Publishing 
Co., Inc. 1969, 222 pp., soft bound, $5.95. 

The Battle for Antwerp by J.L. Moulton, 171 
Madison Ave., New York, NY 10016, Hippocrene 
Books, Inc., 1978. 208 pp., 16 maps, $14.95. 
Commando Extraordinary by Charles Foley, 666 
Fifth Ave., New York, NY 10019, Bantam Books, 
Inc., 1979. 224 pp. $2.25. 

633 Squadron: Operation Crucible by Frederick 
Smith, 666 Fifth Ave., New York, NY 10019, Ban¬ 
tam Books, Inc., 1979. 224 pp., $2.25. /TA 



WE WANT YOU . . . 


to write for the GENERAL If you can string 
words together into an interesting article 
format on any Avalon Nil! wargame, there's a 
good chance you're just the person we're 
looking for You can supplement our literary 
staff with articles of strategy, game analyses. 
Series Replays, commentaries, new scenarios, 
or variants 

All articles should be type * written, double- 
spaced and accompanied by a self-addressed 
envelope bearing first class postage Other¬ 
wise, rejected articles will not be returned 


Articles should be supplemented with illustra¬ 
tions and/or charts whenever possible 

Commencing with the January, 1 977 issue 
the GENERAL writ pay $5 per running 10" 
column of edited text. Letters to the Editor are 
not subject to remuneration. Alternatively, 
authors may elect to take their remuneration in 
the form of Avalon Hill products, paid at the 
rate of 150% of the cash remuneration. Note 
that illustrations and decorative type faces are 
not subject to remuneration except by prior 
agreement with the editor. 


You’ll Hip over this completely ravamped revision 
of the Old 3Mgame All of me factors mat are important 
in real sailboat racing can be found in Regatta—wind 
direction, tacking, blanketing, jibing, spinnaker tactics 
even protests and Hying jibes 1 

You'll thrill to the tension ol maneuvering before 
the starting gun. Roar with laughter aitha spectacle of 
your opponents engaging in a luffing contest that 
takes them off the course entirely. Howl with agony as 
you discover that your careful plotting of the lay line 
has left you ten boat lengths to leeward ol the first 
mark 

The game is designed primarily for players with 
some sailing experience, bui the simple and carefully 
written rules allow any landlubber or stink potter to 
enjoy the thrills and excitement ol sailing without 
enduring the hours Of misery sanding (he hull or 
looking for a crew that can tell the difference between 
a spinnaker boom and a boom vang. 

Each ptayer in Regalia (up to Six) has his own 
ooat to race around Ihe colorful 22" x 28'" mapboard 
on a series of courses that are only limiled by Ihe 
player's imagination. Committee boat, course marks 
and wind indicator can be placed about the map in 
various positions for common triangular courses 
Gup-style courses and others 

YOU make all of the decisions a true racing 
skipper has 10 make YOU plan a pre-race strategy 
(hat will bring you across the line first. YOU decide 


whan So tack, and when to put up your powerful 
spinnaker for the downwind leg YOU try lo take 
advantage of unexpecled wind shifts, blanket your 
opponents' sails, and much more—in (act. REGATTA 
is so close lo real sailboat racing that it is highly 
recommended for training beginners and even 
experienced sailors in tactics and racing strategy 
All Ihe facets of real sailboat racingare included in 
REGATTA, including Puffs. Wind Shifts. Spinnakers, 
Blanketing. Right-01-Way. Tacking Jibing and race 
scoring. And for neophyte sartors, there's a he! pin I 
Summary of The rules of yacht racing along with a 
nautical glossary listing (he mos! common terms used 
by sailors 
GAME INCLUDES 

* 6 multi-colored diecas! yachts 

* i Committee Boat 

* 4 Course markers (buoys) 

* 2 dice 

■ 6 Spinnaker Cards 

* Complete Rules with Nautical Glossary 

* Full-color mounted mapboard 

* Wink Shift Indicator 

Regatta is the perfect game for family (on ashore, 
or for those absolutely dead days afloat; Ihe kind 
where lhat orange peel you throw overboard drills 
past you Ihree hours later Suitable tor ages 10 and up 

$15 Retail 
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Letters to the Editor ... 


Dear fellow “classics" player, 

I address this teller to the thirty or so players 
who have compered year-in and yc&r*out in the 
AM500 at Origins, [f l philosophise at great 
lengths, I will waste paper and not get io the 
reason for writing. Here then in brief, is why l 
compete in ihe ' 4 classics": 

1, I like to compete. 

2, l like the classic games best. 

3, Origins has become part of my summer. I 
renew a fellowship with ihe rest of yon each year 

4, Since we all as tend it, we fulfil L our own 
prophesy that Origins will be where the action is. 

Yet, something is awry. Attendance fell off 
in the 500 this year while the RUSSIAN CAM¬ 
PAIGN was oversubscribed in an expanded 
tourney. I would love to win the 500, but lei's face 
it. We are now mostly middle-aged men. When 
Bruno says he used to play in 3-m inuie*move 
Sparta tourneys he was much younger. Time has 
mellowed us all. Winning is no longer the only 
thing and I have seen the AH500 become a gentile 
affair with British reminding the German to bring 
in the 15th parsers. We are playing games and 
Origins h entertainment. As such, 1 feel we the 
players should have some input into ihe running 
of the 500. The game companies are not against 
this concept, bul so far noconcerted effort such as 
this one has developed. 1 ask you lo consider what 
modification, if any, you would like to see in 
future years. I ask that you give this careful con¬ 
sideration and send your reply in writing to me. f 
will collate and forward your responses to ihe A H 
staff who will be planning next year**convention. 
As a preface, let me state chat I do not believe we 
should be discussing any revisions to the rules of 
(he games themselves. The question here is how to 
organize the tournament, not whether a 2*3-6 can 
hold up the entire German Army. If you don’t 
think it can, there are other games and tour¬ 
naments where it doesn’i! Also, 3 firmly believe 
that the enjoyment I have found at past tourney's 
has been largely due to ihe affable and able direc¬ 
tion of Doug Burke, Dale Garbuii, and Richard 
Hamblen. Our first order of business is io insure 
that they continue lo run the 500. 

In order to help you think about this issue, 
and not in an effort to foist my own opinions, let 
me suggest some areas of possible change which 
were voiced informally at "the Frog Pond" this 
year late Saturday night. 

]. The RUSSIAN CAMPAIGN tourney as well 
as the 500, BLUE <* GREY, Pre-Napoleonic all 
start at about the same time and this precludes 
double entry to some extent. Could or should 
these tourneys in which so many of u& are in¬ 
terested be staggered or scheduled to encourage 
multiple entry? 

2. Should Ihe field in ihe 500 be dropped to 64? 
J r Should the tourney require playing a fixed 
number of games with a final round or two for the 
top winning players? 

4. In lieu of a plaque, how about a permanent 
trophy of some sort with the names of all winners? 

5. Should chess clocks be used? 

6. Should starting times be moved to earlier Fri¬ 
day? 

7. Should a junior tourney be established for 
those under 16 (this one is my own idea and I push 
for this}? It has become the standard procedure to 
"seed" ihe tourney. Thus, younger players are 
blown away by us in a perfunctory fashion in 
round I We have all done this to some youngster 
and i[ is not a good feeling. This cannot be good 
for the hobby as it discourages young players 
from playing the classic games. Naturally, the 
junior tourney would be more infermaily organ¬ 
ised and adjudicated. My wife has suggested thai 
the junior winner would play the winner of the 
senior division for a small prize (which only the 
junior could claim) the chance for the young 
player to lake on the “master” Sunday afternoon 
might produce amusing results. 

Please do not limit yourself to the issues 
raised here. I await your reply. I trust that from 
ihe dialogue between players and AH staff will 
emerge even greater enjoyment at future 
meetings. 

Bruce MaslOn, M,D. 

1404 Union St, 

Schenectady, New York 32308 


/ don't suppose the discussion would be com¬ 
plete without a response of some type from 
A valon Hilt so l 'U round out the presentation with 
a few of my conclusions. First, 1 think it's a bit 
premature to downgrade the 500. 1979 was the 
first time in 5 years that the event did not sell out 


and there were still only a handful of events (hat 
attracted more competitors. While it may be ex¬ 
pecting too much for the event to continue to at¬ 
tract a maximum field of 128 given the far greater 
number of events with which it must compete in 
present day ORIGINS, the 500 may have been un¬ 
duly hampered this year by the poor tournament 
faculties and the extremely late appearance of 
tournament information in the GENERAL, / ful¬ 
ly expect it to stage a comeback to the 100+ par¬ 
ticipant level in 1979. As for the prize list, we have 
a policy for tournaments in which we (ryto return 
100% of the entry fees in the form of prizes. 
We're willing to foot the bill for employee salaries 
and expenses to run the events, bul like to have the 
popularity of the event determine ihe prize list , 
That is why some events which don't draw as 
many entrants due to lesser popularity or excess 
playing time cost more than ethers. Whatever we 
take in however we return in prizes—a fact (hat 
isn't widely publicized. If for example, an event 
attracts more people than we expected, we usually 
add additional prizes to cover the excess. 

And to encourage more of you to join this 
discourse here is one such response from a veteran 
Classics participant . . . 

★ ★★★★ 

Dear Dr. Mastom 

1 was surprised to see the decline in registra¬ 
tion for ihe Classics tournament this year, but I 
think there are a number of very good reasons for 
it. It is AH h s mosi prestigious tourney, and the 
theory behind it is, I suppose, that those who com¬ 
pete (or at least those who compete and do well) 
must be the creme tie to cfeme of competition 
gamers. The theory is wrong. I once did an ex¬ 
amination of the GENERAL (articles and "Op¬ 
ponents Wanted" ads) to sec what the Top 45 
gamers were playing. My survey was extremely in¬ 
complete because [ was unable to establish 
preferences for more than about a third of ihe 
people on the list. Nevertheless, it may be in¬ 
dicative. I was able to identify a total of 26 in¬ 
dividual game choices. Of these, there were 13 
“votes" for “Classic" games, but 15 votes for 
non-Classics. To cite a few examples, Kevin 
Combs, then leading ihe pack, likes D-DA Y. 
RUSSIAN CAMPAIGN and PANZER BLITZ. 
Robert Chiang, a former leader, is big on 
PANZER BLITZ, PANZER LEADER, and 
ARAB-ISRAEL1 WARS. Tom Olcson, always 
highly ranked, is widely known as an ANZIO nut, 
while Frank Freemon is a RUSSIAN CAM¬ 
PAIGN specialist. So it is definitely not true that 
the best gamers are [he Classics players. 

A second point that needs lo be made is that, 
precisely because they are older games, the 
Classics have fallen way behind the current state 
of the art. For all its shortcomings, RUSSIAN 
CAMPA IGN is a quantum leap ahead of STAT- 
INGRAD in terms of authenticily. I play to com¬ 
pete, but 3 play wargames because they arc 
simulations. All other things being equal, I would 
prefer to play the game that is the better simula¬ 
tion. 

Third, the Classics tournament is perhaps go¬ 
ing to have io have more support from AH if it is 
to prosper. It used to be die richest tournament at 
Origins, and in terms of the loial purse, U prob¬ 
ably still is. However, the competition is coming 
on strong. The first-place prize in the 
PANZERGRUPPE GUDERIAN tournament 
I his year was considerably higher lhan that for ihe 
Classics. This fact alone was enough to persuade 
me to go out and buy a copy of PGG- J have fan¬ 
tasies of someday winning enough to be able to 
pay for the trip to the convention, you see. 

The other reasons for the decline in populari¬ 
ty of the Classics were touched upon in your let¬ 
ter . The t ou rna men t overlaps w ith too many other 
desirable activities, primarily because it takes too 
long. The number of rounds needs to be reduced, 
but the idea of cutting the field back from 128 to 
64 may be self-defeating if the idea is to preserve 
the prestige of the tournament It may simply be 
an acknowledgment that we can’t scrape together 
128 players any more. 

My own suggestions for improving the situa¬ 
tion are these. First, the mix of permitted games in 
the tourney needs to be altered drastically* to 


reflect what people are actually playing these 
days. Almost by definition the Classics would 
drop out, SO the tournament would probably have 
to be renamed. How about the Avalon Hill 
Masters' Tournament? As an alternative, the 
Classics tournament might be retained for those 
who really Like the old games* but it might be 
downgraded In status, w ith the big money moved 
over into the Masters'. What games could be 
played in Ihe Masters’? I would suggest Russian 
Campaign and Panzerblitz. Both are popular, 
and, provided the proper scenarios are chosen, 
both can be played quite quickly. A good tourna¬ 
ment might have four rounds, with each player 
having lo take each side once in bolh games. The 
overall winner would be the one who turned in [he 
best overall performance in terms of objectives 
taken and/or casualties sustained or inflicted. 
Both games adapt themselves readily to this 
method of determining a winner. 

With proper scheduling and restructuring, it 
should be possible to arrange things so that a 
player could panicipate in both the Masters' and a 
scaled-down Classics, 

Clary Charbonneau 

Bloomington, IN 4740) 


★ ★★★★ 

Dear Mr. Greenwood, 

I hope lhat upon reading my letter concerning 
new PBM kits you don't groan aloud and wing it 
toward the closes! waste basket. Although Pvt 
been a subscriber to The General for only a short 
while, I’ve already seen several letters with 
subsequent editorial reply concerning this sore 
subject. I understand completely that rising costs, 
little if any profit, etc., considerations prohibit 
new PBM kit ventures, ff lhat's the way it is, then 
that's that. 

I felt compelled, however, to express why 1, 
and perhaps others, would like to ace these new 
kits. I live in a small town in Tennessee with no one 
in (he local area to the besi of my knowledge, other 
than myself involved m wnfgaming. Thus, to PBM 
is the only way I have of enjoying your games, i.e., 
the ones with PBM kits available. Many of your 
latest game titles sound great and I know I'd love 
to play them, only not by myself 

You've mentioned in former replies on ihis 
subject thal many wargamers have their own PBM 
methods for games without AH PBM kits. Would 
you be willing to solicit and publish some of these 
methods or perhaps include a PBM kit sheet in 
your pages that one could eopy from or have 
printed at one’s own expense? Or barring that, 
would you consider polling your readers to 
determine if a PBM kit for a particular game is 
desired enough to warrant manufacturing this kit 
with a price that would return a profit? You might 
find out that many of us arc willing lo incur the 
expense in order to continue out enjoyment of this 
hobby. 

Van W. Stewart, III 
Manchester, TN 


One of the major reasons, besides expense, 
for not actively furthering the pbm kit line is the 
increased Complexity of the newer games. Multi¬ 
phase games which are so popular currently are 
much more difficult io pbm and often require 
several mailings per turn. Postal play in itself is a 
difficult eno ugh experience for gamers trying it for 
the fust rime without weighting them down with 
the added rides and inherent complications of a 
multi-phase system. Therefore, we hope to avoid 
giving newcomers a wrong steer into an unpleas¬ 
ant pbm experience with a difficult game by 
offering kits only for those games which are easily 
played by post. Once an individual is experienced 
with postal play of the classics he can. and wilt , 
readily come up with his own systems for postal 
play of the more complicated games. For us to 
encourage postal play of the harder games would 
be a disservice to the novice and probably result in 
diminishing the actual numbers of postal enthu¬ 
siasts. We will . however, continue to publish the 
more interesting tips for postal play of the multi¬ 
phase games in the GENERAL as they come 
a vat hide to us. 


Dear Mr. Greenwood, 

Many thanks for your excellent AH 
Philosophy Part 73- The teller you received is 
quite typical of the sour grapes I listen to in the 
hobby-usually while playing an All game—of 
what rip-off artists you guys arc. I've gotten to 
the point of nauseam pointing out whose names 
are on ihe design credits for PANZERBLITZ. 
Your distinction between a publisher and a 
designer should help to alleviate some of this 
drivel. Personally, I would rather buy a game 
and pay a few dollars more just to get the 
mounted mapboard that will Iasi me than have to 
buy the same game two years later because I've 
worn out the components. You didn'i mention 
this aspect of complaints against AH (i.e. cost) 
which is starling to diminish because of the rising 
costs of lesser physical quality games that some 
people insist on dumping on t^ie public. I 
thoroughly enjoyed 016,1 and was pleasantly 
surprised wirh the new scenarios for ANZIO. 
However, I think Tom missed a golden oppor¬ 
tunity to publish a series of lists of those begun in 
the appendix of the third ed- ratebook (Non- 
ptayablc Coastal Ilexes, etc ). Perhaps he can be 
persuaded lo do ihissoon. One last iiem^l think 
many subscribers are missing the fact that they 
DO get a game in most every issue of the 
GENERAL* The only difference is that you 
usually already know the basic rules and don't 
have to stop playing old favorites to enjoy 
something new. During the present energy 
crunch (real or imagined) this free "Extra 
Mileage" is muchly appreciated! Keep up the 
good work! 

Chester Hendrix 
Marysville, CA 

Dear Sir: 

One of the things I'veofien wondered about is 
whether it is permissible to photocopy pages of the 
GENERA L for personal use. I often make copies 
of variant articles (such as ihe scenario sheds for 
the recent Coral Sea variants) to keep with my 
games Would l be incorrect in providing such 
photocopies lo others? 

William O. Rutherford 

Fairfax, VA 

All material in the GENER A L is copyrighted 
and reproduction with intent to sell is strictly 
forbidden. However, we don't mind if you make 
photocopies for your personal use. In fact, we 
often omit color overlays to aid readers in making 
copies of chans they may want to use more than 
once . Neither would we mind your providing 
photocopies of particular or tides or issues from 
SOLD OUT back issues NO LONGER in stock, 
provided you. charge no more for this service than 
your own expenses . Anyone setting such copies for 
a profit or distributing copies of stilt available 
back issues would be in violation of the copyright 
laws. 

Dear Editor,. 

As a devoted follower of Avalon Hill for a 
number of years, I feel compelled to write and 
voice my opinions and concerns on Avalon Hill's 
recent progress. 

I have pleasant memories of [he halcyon 
days not so long ago* when The Avalon Hill 
Game Company published only one game a year. 
One of the reasons lhat I looked forward to the 
Christmas Season was because 1 knew I would 
see the unveiling of another AH masterpiece, i 
have always admired Avalon Hill for their reluc¬ 
tance to publish an unperfecied game, and for 
[heir resistance to the urge to mass-produce 
sloppily-done wargames which your competitors 
have succumbed to. 

However* one cannot help but wonder with 
the increase in new titles, if the same high quality 
of previous releases can be upheld in The newer 
games. 3 realize lhat these fears are probably 
groundless, but I cannot help but worry about 
Avalon Hill becoming like “The Other" game 
company turning out countless unfinished games 
by a certain deadline. 

In other words, I am saying (hat here is one 
subscriber who does not mind delays in the new 
releases because of [he extra care I know is being 
put into them. So do not rush things! 

Mark Challinor 
Wilmette, IL 6009 1 
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READER BUYER S GUIDE 

TITLE BISMARCK SI 2.00 

SUBJECT Naval Baltic of the Denmark Straits plus 
hypothetical surface actions 1940-43. 


BISMARCK was the 44th game lo undergo 
analysts in (he RBti and fared exceedingly well. 
This may be explained, in part by the relatively 
small response which barely provided a 
statistically valid sample. Wc have observed thai 
games with a smaller numerical following tend to 
have a more enthusiastic response per average 
owner because the rater is more likely to react 
favorably solely on the basis of the subject 
matter alone. Regardless of the number of naval 
enthusiasts, the sixth place rating of BISMARCK 
at 2 37 Es both commendable and surprising. 

The game showed fine balance throughout 
the ratings, bowing out of the top half only in the 
Ease of Understanding category where several 
typos, and the complex charts and optional rules 
of the Advanced Game doubtless caused a 
ratings letdown- 

On the positive side, however, the 1.69 
rating for Components set a new record for that 
category beating the previous best, SQUAD 
LEADER* by .13. Almost as impressive was the 
Realism score of 1.84 which took second honors 
only to CROSS OF IRO/W, Undoubtedly the 


game benefited from a comparison to its simple 
predecessor of the same name. The highly 
sophisticated and innovative search procedures 
of the new version add a great deal of realism 
while not subtracting excessively from the 
playability of the original. It is only when leaving 
the Basic Game for a venture into the plclltora of 
options thal the game bogs down in a sea of 
charts and complications. Maturally, the playing 
time is variable depending on the range of extras 
being utilised to increase realism and the attend¬ 
ant playing lime. 


1. Physical Quality. .2.16 

2. Maptotiard.3.00^ 

3. Components ... 1,69 

4. Ease of Understanding.2.97 

5. Completeness of Rules ... .2.63 

6. Play Balance. 2*72 

7. Realism. .. L84 

8. Excitement Level ..2,09 

9. Overall Value.2,31 

10, Game Length .... 3 hours, 8 min 


©HIS ©iM'tfIKeM JB<m 


D-DAY '77 

Qt May a supply hex which is controlled for 
reinforcement purposes be used to supply Allied 
□nits not occupying the hex if the hex is in Gen 
man zone of control? 

A: Mo. The phrase in rule 16.12 stating 
“through any enemy zone of control 11 should be 
read to mean “through or to any hex in enemy 
zone of control.” 

Q: During the Supply Phase of Turn 3, rhe 
Allies control for supply purpose hexes R29 and 
Q28. They have 10 units on the continent being 
Supplied by these two hexes. During the Move¬ 
ment Phase of Turn 3, the Allies plan to bring an 
HQ unit into Le Havre, thus increasing supply 
capacity in Turn 4 to 17 units. Does Rule 16-3 
allow the Allies to bring onto the com in cm in 
Turn 3 a total of 7 new units in anticipation of 
their being supplied from Le Havre in Turn 4? 
A: No. The phrase in Rule 16.3 stating “if next 
turn it would cake the supply away from another 
unit On the continent” refers to supply available 
during the Turn 3 Supply Phase, before any 
movement. Even if it would be impossible for the 
Germans to regain control of Le Havre in their 


turn, the Allies may not count on newly acquired 
supply sources to hring on the additional units in 
Turn 3, the same way that they cannot count on 
unii losses to free up supply for new units. The 
Allies can, however, bring the HQ and a new 
combat unit on into Le Havre, since these two 
will automatically be supplied by occupying 
Le Havre. 

RUSSIAN CAMPAIGN: 

Q. When the SS panzer corps must be withdrawn, 
what happens if nne tries to withdraw by *eu and is 
sunk? 

A. Another panzer unii must be sent off in its 
place. Furthermore, the panzer corps must be able 
to move off hv normal movement, rail or sea 
movement. A panzer unit in an isolated pocket 
with no access u> the sea could not be withdrawn, 

SQUAD LEADER 

43.61 Can a level 3 hex see a level 0 hex directly 
behind a level 2 cliff hexside of the same hill? 

A. No, note this is an exception to the case stated 
in 43.61, 



Advanced Level Midway—continued from page 30 

factor. Screening values cart only be used in self 
defense. Each 5.F. boxchccked-ofTgives the US one 
victory point. 

Provided that ihc Japanese have lost at least 
three of their four mam carriers before Night. June 
Sih. I he following options! forces appear on the 
Night Turn. June 6th: Heavy Cruisers, Tukun At. 
Maya fChokai classl and Light Carriers; Jun o & 
Rytija, These carriers have surface and screening 
values of 2. Aircraft capacities; Jimytn IS Fyuh- I - 1 
Aircraft compliments: Jmiyu :6 F. 5 D; Rittio.A F. 6 
F If i he Japanese bring these ships on the board, the 
US player gets two points for each turn he has held 
and continues to hold Midway. 

To fdleel the presence pr destroyers assigned to 
each fleet, I be following rule is added: When a 
Japanese battleship use* us own screening value to 
defend itself; + 1 to screening value When a 
Japanese CV or CVL uses its own screening value to 
defend itself; »2 to screening value- When a US 
carrier uses its own screening value to defend itself 
+3 to screening value. When a ship u>vs DD screen 
value, i l cannot split its A A value, but it can still use 
consolidated A A. 

US long range bombers on Midway included 6 
squadrons of B-! 7N and I squadron of B-2b's, When 
these planes make a high level bombing attack, the 
screening A A value equals the average A A value pf 
the largei fleet. Subtract one from the number of 
hits scared and two from the number of attacking 
planes shot down. Include destroyer screening value 
when (he target is a carrier or BH. These 7 long range 
bomber squadrons urc subject to C.A.P. intercep¬ 
tion; they have unlimited range. The US can onh 


use each squadron once per day. If the long range 
TI tines attack on the same turn as other planes, they 
are considered a separate wave and must attack 
first. 

The US also held the battleships TVwirweand 
Maryland in reserve to the east. These ships would 
only have been committed if the Japanese air losses 
made their use sale while at the same time recon 
indicated that enemy surface forces would attempt 
to take Midway To reflect these conditions, 
implement the following rule: il the Japanese have 
lost ai least 3Q attack squad fans C11 and T] and on or 
after Night. June 5th. the Japanese IF is cast of the 
E area row inclusive, then the US battleships appear 
on the wesi edge of the map three turns after these 
conditions are met, but no sooner than 05LN) June 
Sih. When US ships appear nn the board, US 
victory points for holding Midway are halved 
drop fractions. Therefore, it the Japanese bring on 
the Jutiyu force and the US uses the battleships, 
point Values for Midway remain normal. 

The use ol all of these rules will accomplish the 
correct ion of earlier, unforeseen, design errors, give 
each side additional flexibility, and eliminate many 
of the stereotype tactical and strategic procedures 
now practiced. The screening rules and addition of 
destroyer's screening value gives Nngumo the 
opportunity to advance towards Midway with 
considerably less hazard from air attack. 


Q 
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AVALON HILL RBG RATING CHART 

The games are ranked by their cumulative scores which is an average of the 9 categories for each 
game While it may be fairly argued that each category should not weigh equally against the others, 
we use it only as a generalization of overall rank. By breaking down a game s ratings into individual 
categories the gamer is able to discern for himself where the game is strong or weak in the qualities 
he values the most. Readers a re reminded that the Game Length category is measured in multiples of 
ten minutes and that a rating of 18 would equal 3 hours. 
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1. CROSS OF IRON 

2.1 7 

2 09 

2.04 

1.08 

3.37 

2.S2 

2.44 

1 60 

1.69 

1.94 

20.5 

2 RUSSIAN CAMPAIGN 

2,24 

1.98 

1.85 

2.02 

2 24 

3,07 

2 78 

2,41 

1.78 

2 07 

28.5 

3. SQUAD LEADER 

2.25 

1.97 

1.85 

1.82 

3 58 

2.94 

2 36 

2.02 

1.82 

t .92 

13,6 

4. W $. & l-M. 

2-34 

2,40 

3,07 

2.38 

2 88 

2.39 

2.07 

t 85 

1.88 

210 

9.2 

S. ANZIO 

2.36 

2.11 

1.74 

1.94 

3 74 

288 

2 62 

2.00 

2 09 

2.15 

21,7 

6, BISMARCK 

2 37 

2.16 

3.00 

1.69 

2.97 

2.63 

2 72 

1 84 

2 09 

2.31 

18.8 

7, PANZER LEADER 

2.50 

2.41 

2,17 

234 

3,65 

2.60 

2 67 

2.19 

2.34 

2,20 

13.1 

8 RICHTHOFEN'S 

2.52 

2 28 

2 62 

2.12 

2 63 

2.94 

2 60 

2.66 

2.39 

2.45 

6.0 

9 CAESAR-ALES1A 

2.53 

2.92 

2.71 

2,78 

1,71 

185 

3,36 

2,64 

2 71 

207 

27.9 

10.1776 

2.56 

216 

1.76 

2.4 5 

3 27 

2.62 

3.08 

2.72 

2.63 

2.36 

33.4 

11, 3rd REICH 

2 57 

2,12 

2.47 

2.34 

4.15 

3,22 

2.59 

2.24 

1.95 

2,05 

34,9 

12 PAN2ERBLITZ 

2.58 

2,00 

300 

2,03 

4.03 

3 00 

3.06 

2,05 

2 07 

2.05 

14.0 

13. KINGMAKER 

2.60 

2 26 

2 84 

2.34 

2.83 

3.07 

1.86 

3.65 

2.14 

2.41 

20,2 

14, DIPLOMACY 

2.60 

2.35 

2.26 

3 1 3 

1.87 

2.39 

2.09 

4,57 

2.30 

2.43 

32.6 

IS. CAESAR S LEGIONS 

2 64 

2.32 

2 36 

2.31 

2 14 

2.23 

3.73 

305 

2.86 

2.73 

1 3.5 

16. SUBMARINE 

2.65 

2,5B 

3.43 

2 42 

2.90 

2.87 

2.55 

2.38 

2.22 

2 47 

1 2.1 

17. STARSHIP TROOPERS 

2 67 

2.27 

3,11 

2.07 

2,43 

2.70 

3.67 

3.39 

2.20 

2.32 

17.3 

IS. ARAB ISRAELI WARS 

2.68 

2.34 

3.03 

1,86 

3.31 

2.70 

3,57 

2,31 

2.51 

2.52 

1 3,5 

1 9. chancellorsville 

2 68 

2.62 

2.57 

2.45 

2 26 

2.52 

3.43 

3 07 

2.SB 

2.64 

18.8 

20. VICTORY-PACIFIC 

2.70 

2.47 

2,36 

1.85 

2.21 

2.79 

3.38 

3.91 

1.94 

2 53 

18.0 

21, NAPOLEON 

2.77 

2.04 

2 96 

2,03 

2 25 

2.86 

325 

4 16 

2-46 

2.09 

9.1 

22. FRANCE 1940 

2.82 

1.75 

2 OS 

1.85 

3,30 

3.25 

4 05 

3.00 

3.40 

2.75 

16,0 

23. JUTLAND 

2 83 

2.84 

- 

2.39 

3.27 

306 

3.24 

2.53 

2.6 1 

2-67 

29,7 

24. RAIL BARON 

2.87 

2.98 

2.82 

3.45 

2.07 

2.29 

2.05 

4 69 

2.76 

2.68 

21.6 

25. LUFTWAFFE 

2,87 

2,41 

2 91 

2-04 

2.36 

3,02 

3,73 

3.41 

2-82 

2.64 

24,2 

26. MIDWAY 

2,88 

2.75 

3.12 

2.56 

2.78 

2.90 

3.66 

3.08 

2.37 

2,73 

1 5.7 

27. AFRIKA KQRPS 

2.90 

3.04 

3.10 

2.92 

2.1 2 

2,29 

3 39 

3.57 

2.91 

2 77 

13,5 

20. ALEXANDER 

2 93 

2.99 

3.21 

3.19 

255 

2-98 

3.43 

2 76 

2.43 

2 06 

12.7 

29. ORIGINS OF WW II 

2.98 

2.69 

2 58 

2.80 

2,00 

2 22 

4.00 

4 06 

3.11 

3.40 

9 6 

30 CRETE-MALTA 

3.04 

2.80 

3,10 

3.00 

3,03 

3.05 

3,43 

3.18 

2 76 

3.05 

16,8 

31. GETTYSBURG '77 

3 04 

2.52 

2.48 

2.50 

4,32 

3.79 

3.07 

2.46 

3.02 

3,21 

27.6 

32. D-DAY '77 

3.07 

3.72 

4.54 

3 69 

2.19 

1.94 

3.00 

3.19 

2.94 

2.44 

20.2 

33. BLITZKRIEG 

3,09 

3-39 

3 28 

3.30 

3 1 4 

2.89 

2.25 

3.67 

2.81 

3.05 

24.0 

34.TOBRUK 

3,10 

2.85 

4.63 

2 13 

4 32 

2 77 

3.06 

2.11 

3.00 

2 96 

21.6 

35. WATERLOO 

3.1 8 

3 29 

3.27 

3.1 1 

2.01 

3-11 

3,27 

4.32 

3,21 

301 

16.2 

36, WAR AT SEA 

3.21 

3,18 

3 96 

2.74 

1.74 

2 35 

3.73 

5,12 

2.93 

3.1 5 

6.9 

37.BULGE 

3.21 

2,93 

2,80 

3,31 

3,08 

3,40 

3.53 

4.1 1 

2.81 

2.95 

20.0 

38. FEUDAL 

3.26 

3.18 

4.33 

2.64 

2.28 

2.33 

2-12 

5.38 

3 58 

3.38 

7.5 

39, O-DAY '65 

3 43 

3.72 

4.54 

3.69 

2.56 

3.09 

4 38 

4 50 

3.60 

3,56 

17.8 

40. STALINGRAD 

3.44 

3 43 

3-74 

3 40 

2 07 

2-52 

4 37 

5.1 5 

3 28 

3.04 

20 0 

4 l TACTICS II 

3.SI 

3 43 

4 30 

3.59 

1,45 

2.18 

2.32 

5 67 

4 59 

4.20 

11.6 

42,1914 

3 87 

3.18 

3.40 

3,26 

5,46 

4.32 

3.86 

1 95 

5.48 

3,86 

55.Q 

43. GETTYSBURG'64 

3.88 

3 59 

3.84 

3.54 

2.68 

3-39 

5.08 

4.51 

4.34 

3.90 

12.5 

44. KRIEGSPIEL 

4.04 

3.77 

4 20 

3.85 

2.13 

2.94 

2.93 

6,09 

5.20 

5.29 

9.8 

AVERAGE 

2.92 

2.73 

3.02 

2.70 

2 79 

2-82 

3.24 

3.38 

2.90 

2.84 

19 6 
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Vol. 16, No. 1 started the new publication 
year off right with a fine 2.67 overall rating 
making it the 6th best issue ever. Tom Gleson's 
'Analyzing the Gustav Line" was the most 
popular article with 333 points on our 1200 
point maximum scoring system. As might be ex¬ 
pected, following close behind with 326 points 
was Tom's other article "Hitting The Beaches 
Again" which proposed the five new ANZIO 
scenarios on which his winning analytical article 
was based. 

Total voting for the issue was as follows: 


Analyzing the Gustav Line.. 333 

Hitting the Beaches Again ..326 

British Victory in Third Reich.233 

ANZIO Designer's Notes . .. 87 

The 1 776 Thesis.. . . 81 

PANZERBUTZ Series Replay ....... 73 

The Aggressive Tightrope.. 41 

TheAsylum. 26 


The previously stalled FORTRESS EUROPA 
project is once again proceeding full tilt with the 
assignment of a new game developer here at 
Avalon Hill. Those interested in applying for a 
playtesting position for this game should 
address their inquiries directly to new project 
head Alan Moon c/o Avalon Hill. Experience with 
RUSSIAN CAMPAIGN is a prerequisite. 
Although by-mail testing is expected, 
preference will be given to those who can attend 
live sessions with the developer either during the 
week or on Saturdays during normal working 
hours. 

While exact prices have not been determined 
yet, it seems a safe assumption that the New 
Year will bring a new round of price increases as 
we struggle to keep up with double digit infla¬ 
tion. The coming Xmas season may be your last 
chance to make that game purchase you've 
been pondering for so long before the prices go 
up again. 

It was obvious that Contest No. 89 was 
based on a mail-order only game even without 
knowing the subject matter as the number of 
entries fell off dramatically from the previous 
issue's CROSS OF IRON contest. Hopefully the 
recent release of the 3rd edition of ANZIO to the 
retail trade will get this excellent game into more 
common usage in the years ahead. In any case, 
Tom Oleson's puzzle for the new Diadem 
scenario stumped all but four entrants. Those 
winners were: Philip Rennert, Washington, D,C,; 
Claude Drong, Spring Grove, IL; Mark Simonitch, 
Concord, CA; and Carl Anderson of Peekskill, 
NY, 


The solution for Contest 90 is as follows: 

When distributing his forces, the British 
player must guard primarily against a quick Ger¬ 
man outbreak. He must make sure that a Ger¬ 
man ship moving at maximum speed does not 
get into the Atlantic before he has a chance to 
close the gaps between Britain and Greenland. 
The worst possible situation that could possibly 
befall Britain Is to know that a poor set-up could 
have given the German a chance to escape into 
the Atlantic undetected. Does he continue to 
maintain his Greenland to Britain patrol in the 
hope that the German ships are still east or does 
he give it up and send his ships out into the 
Atlantic in a futile hope of locating them before 
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they can do damage? The longer his ships re¬ 
main on patrol after a breakthrough, the more 
difficult it will be to organize a search once he 
discovers the Germans have escaped. But even 
worse, if he prematurely abandons the patrol 
line, he is practically giving the German ships 
free passage into the Atlantic, It is a situation 
which the British player must try to avoid at all 
costs. 

Position 

at end 


Ship 

of first 

move 

Mode st end of 
first move 

1. Norfolk 

B7 

patrol 

2. Birmingham 

□ 13 

movement 

3. Manchester 

El 4 

movement 

4. Suffolk 

C7 

movement 

5. Arethusa 

D12 

movement 

6. Hood 

G16 

in task force 

7. Prince of Wales 

G16 

movement 

Air Units 

1. Scapa LR Recon A 

FI 6 

petrol or movement 

2, Scapa LR Recon B 

D15 

movement 

3. Scape Somber 

El 5 

reconnaissance 

4. Hvalfiord LR Recon D1 5 

movement 

5. Eire LR Recon A 

FI 8 

movement 

6. Eire LR Recon B 

FI 6 

movement 

7. Eire Bomber 

G1 6 

reconnaissance 

8, Plymouth LR 

118 


Recon A 

(land) 

movement 

9, Plymouth LR 

118 


Recon B 

(land) 

movement 

10. Plymouth Bomber 

no movement 


The British player must always revert to 
maximum German movement when setting up 
his positions and searches. If the German ships 
are not located after a few turns of search, at 
least he is sure that they haven't passed 
through his patrol line. 

The discussion so far has ignored the ef¬ 
fects of weather on search capability. Although 
no defense can prevent the German ships from 
breaking out if the visibility is at level X, a good 
defense should and can effectively adapt to the 
greatest possible changes in weather. Once the 
British player has ensured that his patrol line is 
leakproof, he can use whatever is left over to 
actively look for the German ships. 

The Norfolk and Suffolk are usually given 
the job of guarding the straits between Iceland 
and Greenland if for no other reason than 
they're closest to it. It is best to leave both 
ships there even though only one is needed to 
guard the passage at either B8, B7 or C7. 

The second ship can't really help anywhere 
else and it has a nice ploy it can try in conjunc¬ 
tion with the first. The Norfolk and Suffolk 
should never be placed adjacent to one another. 
If a German ship makes a two zone move 
through one ship into the other in bad weather 
or fog, it can escape the search of both in the 
same turn. It Is best to keep them one zone 
apart to prevent this and to allow one to move 
to support the other in case of visibility level 6, 
The Norfolk stays where it is on patrol. It is best 
to leave her at 87 and not place her in B8 or C7 
because at maximum movement, both the Bis¬ 
marck and Prinz Eugen can reach B7 at the end 
of their move. At maximum movement, they 
pass through B8 or C7 during their fifth and 


fourth moves respectively forcing the Norfolk 
and Suffolk to use high speed shadow to keep 
in touch. If by the end of the start of the fifth 
move the Bismarck has not been discovered, 
the Suffolk should be moved to B7 with the 
Norfolk two hexes behind. 

The Are thus a , Manchester and Birmingham 
should be moved to D1 2, D1 3 and El 4 to form 
a patrol line between Iceland and the Faeroe 
Islands. They change to patrol mode in the next 
turn. If bad weather occurs the Birmingham and 
Manchester can retreat to El 3 and FI 4 respec¬ 
tively without fear of German penetration. 

The Prince of Wales and Hood should never 
be split within reach of the Bismarck. The Ger¬ 
man battleship could quickly sink either alone 
with little damage to herself. If this did occur, 
the Bismarck need no longer fear British 
surveillance and would probably break shadow 
before effective measures could be taken fi.e,, 
intercepting with at least two other 
battleships). The Prince of Wales and the Hood 
should also always try to remain between the 
Bismarck and the Atlantic, This keeps these 
two ships on interior lines and able to intercept 
(rather than chase) the Bismarck once she is 
discovered. 

A good airtight patrol line gives the British 
player some luxury in the placement of his two 
mobile battleships. They need not be placed 
directly in the center of the patrol line. By plac¬ 
ing them In G16 they can aid in search and 
favorably react to any possible German move 
for the first two turns. The advantage in placing 
them here is that they free air units normally 
slated to guard the Faeroe*- Britain gap for more 
aggressive search operations. 

One LR Recon air unit must be placed within 
two zones of Bergen. On the second turn it can 
move there on patrol to search. The best unit 
for the job is one of the two based in Eire and is 
placed in FI 8. The two LR Recon air units In 
Plymouth should be placed in 118, From here 
they can support any patrol ship in line and/or 
reinforce the Eire air unit into Bergen. The other 
air units are placed as indicated to search three 
of the zones the German ships can reach at the 
maximum first turn bonus. On the next turn 
they're in excellent position to search farther 
north if visibility improves or stays the same 
and to reinforce the ships and coastal regions if 
the visibility deteriorates. If this situation oc¬ 
curs, the Plymouth bomber unit should be sent 
north to increase the coastal search at HI 7. 

Some people might claim it risky to send all 
of the air units up at the same time. There are 
some good reasons to do so. The best chance 
the British have to find the Bismarck is in the 
first few turns before the range of possible loca¬ 
tions becomes overwhelming. Secondly, the air 
search as set up keeps the German ships more 
than two zones away from the ship patrol line 
between Iceland and the Faeroes. This gives 
these ships a second chance to hold the line if 
bad weather occurs. If the visibility appears like 
it is going to stay bad you can give up ag¬ 
gressive air search and keep enough units in the 
air to keep your ship search going and send the 
rest home to refit. When the LR Recon units are 
ready to return to base you'll have the two land- 
based bombers ready to fly as temporary sub¬ 
stitutes. If you are lucky and good visibility oc¬ 
curs, the air units can remain away for a couple 
of turns without risking the integrity of the line. 












OPPONENTS WANTED 


OPPONENTS WANTED 


OPPONENTS WANTED 


Ate 27. ta.ln AREA nt*d pbcn makbrv retail 
inyone for RLiArieg Ibuc U4nw, lil 
I 'll iniwo alt klLtrv Pka.sc tend AREA :j,I in* 

J J m r-too Rofn HAftiMfi. I4& w Hjwkamysr 

Are., Gilbcn, AZ 13134, 891-4afoi._ 

Al W. HIP. BIS. TAC. GET'64, ptm. (IL foul 
phs.SK as H49i fsdie. cw «i*y. Aifoli bcjiniKt 
Wdl omwlcr ortliiT *u|inm Aha deuit infer 
foal'Crh lltal nulling AH Kamr* Mi hdunc rtwn- 
pouj. R. W Lanjtaf. l«52 N. ff| H Law, Gtaii- 
L'-ak. AZ KSHM. 601.938 *402._ 

AduR gamer litli fibre! for FB. PL Anycnr’•ieh 
sj-uenw WSIM. SST. |77*. CET'TII Have mbrr 
A>l lb In, riri'h all garain ilailtJ. Anian ill hr- 

iff* Gary Natick. P.O. Ba* Fagf. A/ 
mohlsoj. *43.3917__ 

AREA I JO *<ll pla> anyaim refvribri Tatnd cr nol 
41 jvbffi FB. Wilt »lfo filAy pten SI, and PL il jnu 
I lave a send ivwenv Brnn hlnri, 4019 E. Mb 
duti DrJ-Wniy A7. B5PE&. 355-3807. 

Fit iji piwii ft»l Vn^'wVStfTAw. Siricrly'fw 

fur,, no qun:erv Pm npe/ienccsd (tuner. All 
rtplict 4ni»cetdi. Lee Idtkt. HiiMimJ Pima. 
Prew<Hi^ aZ mat, rrji^] it __ 

AH EA rated pbm, fLf AK, 'ORA D r US, DO. L W, 

knet. Flf Wa£. vrn*. TAC, CL, MED. SST, 
FUED. WSIM, PL, Hi. PIjv ia (Inuta? tyauEfl 
HiVi: Day, 620J E. Gold Dutl Avt., SratLnWr, 
Ait *5153. wi-imsy._____ 

Novice in °ld area [dater ready lei bram 1:i 
AlW. AOC, CAE. COL FB- PL. SUB. JR, Fbm 
J-W.pB ArtyfhilMwnlw^ KwfcFaifa,Wl 
StmriH^oud Cvr., Anahetm, CA 9JJ07.65J jdj4 

Atkt'iec artfner foretm* for nr.lppifvral EOiTaekk 

Squall Leader and C.CU. Hn< nvflu AH gaiflr* 
Eire. MhliJi'l Kenneth, 152 Rod Kin, Anna, CA 
tim. ;tJ-WW-ltte.__ 

Lkaih VaJIry Wajgansrrii unite" bntill club rorm 
fi. HF AK. Alrt. BB. COD. Bunt, Fr'W. MR 
HW. ST. JR. Tflb. (fcitT?. Sub. m Korn 
Kauri, P.O Bore 429, Cedar R*]^. CA «K4, 

_ _ _ _— 

U.C. Onvn Conflict Simulation Club. Wc ra«i in 

Eli* G«irjre Mre- fieKPit, TliirJ Fkkit, Mcnortal 
Union, Wetiiievdavt, 4-11 p.m. weekly, llaviv, 
CA. Joha MuMintray, 480 Andrew Way. U 
Sotiraalc. CA VeniH. 4] . __ 

Afi^A IKK warm Pten ua Fan. 1 idi Will ice 

SmIR Bay-Gamers Wfh + all Inren aaiiwercd Pliit 
Lfttliima, 12344 FelLim Avi., HnV<lhdrrie. CA 
gOm.^TUBljS. _ 

Ewelknr 13 yr. Pit! ilnncratr to r flfwilh VITP. 

KRIfO. MID. St, BE, hate erway prSen T«ak 
Bor Lam. ll!4l Srufire Lane. HtiaiiinildP 
Beach. CA 92^6. 76J-76W._ 

At,. p£*tei 1r=eflUJy pa, Bet, 

COE, SL. I>e-;err gamer (ileave cnnract me, any 
*ae elutrddl LlWrc? Virtue M. GCmeilei, F3-I44 A 
Savpra Si,. leUie. <A 4 JJdj. 71 a-3y7-M4a 

tfc fT. old heimM* Iwifcinjs Tar tainpetlrlnn En frf 

Mid, RW, SL, ICtJll, SST. TAC, TRC. JR, TtA, 
Wat, WifM Srephen keuUer, TnH* Cnhavtfl 
Se..Nn, t. Lot AnEtsln, CA ^1J04.341 r747J 

F-Brile ^4t;eo7jtj-ar rtiolw oF tidn nt pm AREA 

men pbm fame df rhii monUerEnr info ccntiei: 
K-A. Dlaivch. i3t OliycAvT. Hnvala CA iMWT. 

dppnnemtm. pRBI AREA rrned WD AAA. 

Tod. SL. CCU, LW. JR, SST, ITT*. PL Doe^'j 
atiymie pla> >upino m San DwrdT Slot Bul- 
nep. IJMI2 Misra Cu.. Pty*,. CA flSlfcL. 
MAjlH._ 

Krd inat-Hidor willi tidied inltml for mmrt 
■who owjivSL,COLTOB.SST and AJW. Willing, 
le, fight' Patrick Kelley. 1174 Sierra An.. San 
Joir.CARFIM-ZWHWH. 

(j-je" dldlkiip-net *4fifii ta phm m initiRenCoi 

reenanm. Wnuld lake good player Him won'i 
mmd playing againd a beginnti Doug Sirin, 
IfrSD LstarUwuoi; Of.. San Jnte. t'A WliJ. E«fl r 
ih* _ _ 

F-hiperifnteil ji. year aid. teeK ill rypponenrs in 

San Rafarl area for eveningv or ttwloult. Boh 
Proetw. Tffi vemJola. San Rafael. CA TO, 
47»7lja. _ 

LnofcEig (nr local area ialed flf opponenl t for 
WAS. VITF, B*a. KM. JK, TJtC flf rtim-r4t«l 
on rlvnte and over TO older. Age [7. Janies A 
Mildews, Jiw lu.kltj At*., San La Cfilrt, CA 
410J1, i4A4ih:,._ 

l-t rip I Vderin add I nnn-area ratetl player needt 
spp. TifSL.COI.Htdn JR. PF.. FB. csihff* Kec- 
mii Mncfl. TOtg fkfnele) St.. Tujnnga, CA 
lllll J52r2V6J _ ' 

PUra qisyflrilie rflllflwmf Jil .COt PB, F3,. HR, 

TRC. Rrt;m-Ly AREA raied LJDQ. Well antweeall 
Idlers. Kdintth Craig, 15761 Pbiddia No. 17 
Tunis, CA «AML 7U.-S3S,a^J<i.__ 

Haled jibm jtamn wanted for Asa. 'Grad AIki 
AOC, 5U B If SWMiWfi. ASsii w*m ftf Wit 10 tun 
(Jut m Viittsrt illf, GAKB area. A ft LA 1330 
David Goodwin, 130 Virginia AVc., Vidomlk. 
CA H3«.fH-2WnTWtj __ 

Uriptruc wufamet EoOktrg for opponent's 

Pltay 5L. PB. LW, SST, CL. WSJtlM PrcrtrSL 
and PB, I'en German m bwb. i'if. w»tM raftd. 
Rotten Mikowykt. 30J EM SL., R.O. Ov>. «, 
Wdlwond. CA 137, 7M-7fM 

Warned AREiA fwed pUyen tmt*«w i i ceff 

foe pbra m TRC. ALEX, SST. SU COI. Aho 
have tkshelo play WS1M, Nap, 1774, CAE. Bid 
Utnn, jthfiyaflof pd t Wtlli.t, CA 734M. 


Sfoviee Waegamer sredi ftf ptayers in S-E- 
Ftatfdi FAvotncs are Mid, Gtii'TT, aho ha»e 
Sob. PI, Tnh. P. fiichelaergef. 1!« S W J46h 
Si.. Miami, FL JJ133, 444-2001__ 

Average, Sun eago 14 yr. ow weLt opnontrtiv In 
flf JR iBiiilri player reriias prrfrrtdj, Rnvs 
Camp, UD 'TT r Origcir. 1776,. WiB nwr, have 
AfEEtA WdliflM R. OtiUrd. JfliJJ Marbn R4„ 
Miami.. FL DJtfV. jm.lSi lW._ 

Wrll pGm FB, FlOviHonal l200t*u*ciloeriiiCTnu1 
Am VancHu*, (JJ Li Rarwlw, Kajiki, fl 
JJ942-T7J-6H3. _ 

AREA R35 *aiin eaied phrm LW, aM rared HI 

Itii, Mid. )H, PL, L774, LW, Gell'TT. Have car. 
WtD Iratri widiru Ml nailr radiun,. Edward Amrs 

S2J S Cdnitay. Apt 221, Oflan*?, F t, SiS97. 
JM S7MWJ.___ 

Average player. 17, seels pOra advetury in A3i or 
DO. 1 prefer BeiLish in AR and German in DD 
Util Malktst. I lOE. San Carlos. Dr., [foil R*hey. 
FI.3J56H, BIJ M6.V646. __ 

Bcgtfmri fookiPg FtW (dim OppOhenl t for JR. RW. 
Ain, Ceit'77, Wat and LW. L have LW, ptrai Lit 
An hi I Its answered Will finish all garnet P pteri 

MKiavrth. 2 144 siaHard Cirde. Wmtef Pan. Tl 
j:7sst. MiuM? aaoi. 


booking for nr an- Port Sis' 

Pieter JR. 1774. A|W. Bit, DIP. JV4g, KM. 
Mid, TRC, VITF. I also jrtm. laid pbp JR. Ban 
•fomifli. CoAJ'lWi Infanifr. Foil Sr*. GA 
JIJJ3, 8J2-767_-aaO._ 

w'ifiaiwit h«4ed hadlyi Ntm io *r rt iTlw7 

CAE. JDT. LW', MID. PK. RW. 1776. SST. 
W'SIM, [tie loJeamjit>m. W,|L r Laj- j|| u, mr i! 
lien Chunt. Oenerai txtivery, Ktvhi. RS 67067. 

J16.744.1004. __ 

Need 111 istfotMicna lor S L. A nr. Tottand erp JR 
In Wen era LT apd I SI- reswn—plPBe ISSJKmd 
Siaarr White. P.O. Bos a, CadLr. K\ 42111. 
^3-522^740,__ 

Muare. spatiuiwnUke eppwienn aantfit for 
AREA soiittsli or Wm, TRC My rniing 1300. 
ypura t J(M o< Pener Aim. (if an Si LorfiMctr^ 
EaoJ aiea Edward F Minemar., 4’* Anita Dr.. 
Bdhtvdlf, IL «2-il. 61F-23 3-644?. 

Adoli fame, melt ' phm Iki . Wat, I [ P 

and Mid wilh. G,M Have yystsn for Was and 
vtVF Ratod gamps ptereretd Sieve Revman, 
1711 Sp, Jfi Ci. r Ciceao. It, 404Jil. _ 

AREA 13Wplayer»iifinloplay BB, Fbm. Brian 

Huram. SJJ N W'evieui. Fuk Rmgv, il toow. 
JI2-4JM.2463_ _ 

W r |i|'l>ird jr*rti flWmntnti for W'j|. Anf. Non raleil 

but «nsm- Jim Jenkipj., 1 b« FairhanLt, Sfotun 
son, IL 624SJ, ALS.544-M7J._ 

Chlcagoladd GamiD wamea: Panielpaniv of all 
4*0 110*11 'never plpyed' fo rouinamcni vclertm, 
Join o ur |iawirg fl r grotip More I hJ« Jtf pJiWFi t 
yo fir IfrrChilli. PJlOS, K.Hite. When:on, tL 
Wi;?, WLOITJ_ 

Cpponenrli wanled for ftf or t^tts ohm ( Jpi 
Ihnrr Ifof Bh, BB, DO. PB. PL. JR,' Grad, 2 yn 
game eap Net! A. Obtyanli 7S5 E Slate Si . 
ALbuiy, IN 47320, JI 7-765MWQ 

Need flfipwneiirs.'for pbm r.!iado< BB.Arearahn* 

applied I or (average piaierl. Pairitk Teglmao. 
B32B Gofifoh IS . HJgtllaotj. IN 46J2J. 
2H.63ff.7MD.__ 

Alay.1 l J m deypetare. PB jHay anyone fenjlivh 
raougfi lo fighl. I would prefer fl 
Hart Sl, OD’tt Win karps any « 
antwer everyone. Mark Bower, I JO? South Bu(> 
fafo, Wamaw, IN 46^0..267^251 

AREA 125B. Am. 00‘77 .’ak, JR in. Jim 

Luti. 4317 I jneoln Swing Sa II, Amo, JA 
30010, JI3-2K-9MI. _ _ 

Need JflftJ l|( cpoorseoia. W ill reatii or piny am 

published game I Jin JT jn, old and Ifas r hten 
gaming for 9 yrv. Soikl JeHeiL. ItB Cluleau Rd-. 
Ant. 42. Houma, LA 70160. 304-8411-4173. 

1.K,k.ng (« hi opponeti ftst BL DD, LW. PL. 
SL, 3A, Tob. Small dedicated (roup looking foe 
awtepUyety. NdAREA raima Regional ptvjen 
only, PaudChifoliw, JTTThaeiier Sl.. Attleboro. 
VIA027B3, 222.4S1S __ 

16 jf. old average player tt*m fir at: AK, CAE. 

COE, DD, SL, SST, Suh. Tie, TRC, JR, Wat. 
Plctrt MrA'NUliy, 14 Wnlmoor Cft, E BOsUki. 
HA Dim, _ 

Am tianlbi a nhflt ga=hf t>r Dune. Nrtd i»f- 
pceienii and a jamEnanfer. Hate developed a 
sjtJim thU am witling to ecir.Vidtr trihert. John 
D'Amaio, it huen Drue,. Hoftteo. MA ni>20. 
6tT,aj.S,64fflf. _ 

Stc3 f[f upborteni fur Fl. FB. and Filial. Not 

AREA isaetf. J J m m KeBiwth Foe, 7 lJa piw» 
unt Crtm Drive., Ballimon, MD JIKN, 
633-2137_ 

NfitAe 41 sb bui raiiiig tfl flf m ffonAera P.(,i 
counly, ALw Ilf DD. Nio, Tie, Warn lo pbm DD 
W.|| iiv yoof game iso, Sieve Shwiotm. 13 IDT 
Well ford Dr . Re 11 while, MD 207fJ3. 
API ill 3311- __ 

U JIT. old war jam re seeking flf opppoeaii cr- 
per Knee or bnioncr for CAE. 'Grad. BB. 
GeiCH. poittW, ofoera. N«k Manirfold, 726* 
Ridxefrood Aw.. Chevy Chase, MD 20QIJ. 
WlfoH6-D?4J. 


AREA CDC 1402 «ekt lined pbm jamev rtt 
W'AT. BB. LMc K rat_:v, u t.ng play balinee rulei in 
Vol. ij. no. 4> Amy DIP puyen frviJttiek 
area. Alan. Dudderu, Rtxuie il. Bat 174, 
Fmlerkk, MD 2I7 Q] l HH 46J-3QIE. 

New D,p ripe »fHfldal. SASE' Tar info Will play 

rtf 1776. W'SLM, TBC, and JR. Dtavni Schubm. 
1114 Abmdwn Rd., Parkvnlk. MD 21234, 
641.64*11_ 

Wktp it om afr Judt»r rheiuprenae jamer! Will play 
SL, COI. thane. TOB. GETTT7. 1776, RW. IK, 
Virp, PL. SST, CL. HR, frf oa|y. Car, Wged, efo 
SALT, Chriitrluen Lahc, Ktnntburk Pori, ML 
M&fo. __ 

Average adull >aoth pbm op^onema for Blur. 

DD. LW. TRC. A3» VITF it you ban* ijtlrm 
AREA applied i«~ Ad l«re*i. arntaered xarwa 
Wauin, J r. 19 Jievr HanqviJiiieSi , MiL,flacker, 
HE 04462. 2QT TIJ-W6J_ 

American Waigaminj Aitotilmlflin, National 
UtifiMilK a ll hobby club, cow in ha ret'enlh 
year, offer* non tidy miguinc. poblkaaioci, 
injraamenn iad more Far ip.laepLUitiei etyeiaei 
George Fhntiei, 1225 Jilend Chitr. Na. JIM. Ann 
Arbor, Ml Atlltt, Hl-W4iy 


Avc(«e 14 yr, olducivpbm AK, ANZ. TRC. Fi f 
UB. CA£. COI. DD. JUT, KM. MID. PB. FL. 
RW, 1776, SL, 'Grad, Suh, JR, V1TP. I9H. 
Mike Efeflrhrtjcy, 299 1 Ktr.drj t'L., BlbcmRdit 
knit, HI 4301 J. 1 1 J.JJt-34TJ 
AREA rated 16M ^usu pbm TRC, DD. PC' 

Need RV> v yin km AREA i«ed erdy. Mark Eiln. 
F.D. Hot^34, L-Laming, ML 4H611. 

AdUll gamer ARE A I Kki rrrnv wakv phm 'ap, 

ponenn for WAT. Ifoied i*mt< flfily. Wife 
Geedioed. 3303 FaJlilburg Pk. Dr ., LoneL, Ml 
gJJ I, 616-3^-5235. _ _ 

LtmJtnf for phm typpantnui mtonled in playing 
M.. JR.Tk,SL. and AlW, t'moalyabejpnmir*; 
SL AREA rated «5 ptov. Bture Maithet**, fiN 5 
E. SMIfoy Kd.. Mt, Morns, Ml J*45i. 
JJJ*4Q.2L44._ 

Cfoponciil waintd! 14 yl old notice. Prefer hi 
banlet will learn «|Ikvl ( Hllve VITF- flf 
pteferedboa pboi ok. Earn an averaje pUt-rr. Jim 
Bculcati. 25513 Rutno. WnXn. Ml ATOS. 

All average pleven warned l^mal playerr pfe- 

ftrred will Nay JR. AlW. Er40. PB, PL, SL 
TAC. T will learn new games aho. AK only 
t,iefnje Ctetty. I43JO Rohm, Warm,. M148M6. 
Jl Jr'TTRS 174.__ 

Lvpcienwd aduLi AREA tJOtl vtinti phm RL 
tournaoienl rulm Area rated opponorH only. Al! 
Seiitti anviveeed AfirvMi fo T*ifi CineeareaT 
Jadt K la fill. L ICftf Ciarat kv Drive., Btimaville. 
MiN 55317, 4l2-EW:L6|j __ 

Need i* ini ARE A raring m. AlW. PR, car. 

DD, K M. PB. PL, SL, TRC, TOB. WAS. Pbm or 
fir. Tetrv DarLlm, R320 MiUragi Si.. N.E , Mid- 
neapofo. MN 3MH. Wl Tte-Tqsa . 

A u cm son' Two denial Hudcnli nred pair or op- 

pcmenli, Eu play Ahn irv path 3FC. WiR 4f)ti.er Nl 
inoairiev- Eepeti to play cm eomphtion. Vint* 
Raps ns, 6705 Hunter Avc., Raym*r, MOA4I33, 
H16-J53-3201. 

I.oah mg fpt pbfis ppponenl fST PR of TRt 

Average to novxe oon-i al td player fobkhig lot 
eniwneisee ip bwh pbm and gammi Lee 
England, III Gvenoo Rd.. Nateher. MS 36120, 
446-5356. _ _ _ 

Help! Wanied, opponrath for pten PB Am 

AREA I20l> Alio *rlh,,g Eb pbm W5!M. Sub. 
PL.Bmu need tyHenw- All Ietien, inhered-! B*rry 
Lewh. P.O. Ifot 326. Raymond, MS 36554, 
401 857-5241. 

Devil* adslr |rl cpponetl!* ACK,, CL, 3R, MR, 

PL, BIX, CkAN. Anyone intem-cd in deWjnmg 
oi playtevlihg, vanenl t for S$TT Lnh Refined! 
RiLIn. lABCblhon Hall B. L, IlizaJbrih. Hi 07202. 
201-354^161._ 

Wa«ed: Vt'aiguneri fvkwfifj ip Lqwidiie m 
SUB, WAS. Th ukaoiled ik poherutog the 
urtir odpflfitAli one AREA rated Need <eotl 
pbm tyererji for PL. IS- NjdiaUv I, Makfllra. 
Jr., 49 W'eiE Lvdia Parkway, Jkuii, NJ 08*30, 
Jfll-M J.fiftJJ 

aULa iki.i tt'juii FlTTa Ijue r rpii uea for PI., 

Fr'tRK AOC, VITF. WAS. JUT, Him. Am, Bit, 
1 SC. p&. Alta worn* 1RC phm- ClwHei Hel*!*, 
Ill, 88 WJnMte Rd.. Little Falla, NJ 07424, 
201-256-79*2 _ 

Wanted pben opponeai* Ear AnX War/ TRC, 

'Grad, DD. BL, AK. Manv tirKtn. Non raltd on 
ly- Reuseri MaiiraeiEflfl, 141 Gfovelic.. N, Ftaim- 
field, NJ 07060, 3J7-4J7J. __ 

AREA 1293 |jwoy) wlU VtE 5L, CGI, PL. |77sT 

TRC. JR.rW. Hmoilhn, tup reefer Hheve ak 

lKrrr no aamen in Bergen Caumr? Ion 
BlurtteiJeW. 23* FiH St, Trtrvtek NJ 07666. 
jQ I S5fc-JJa?._ 

Fbm, nr AlW, VTTP, MID, Fl_ BIS, DD, LW-. 
P«. RW. SUB. SST. TRC, 3.R, TOB, WAS. 
WSIM. ANZ, AOC, CAE. COE, SL I7T4. AK. 
DfitiaJd Canlutei, 30 Did Laor, Ttnrato. NJ 
□ 7087.331-64M_ 

Young puayc rretb any opp WiU play ftf pbm 
lEcarnmaJ play JR, 5FT. ’Grad, Altt, .AhA PB, 
BR.CeCM- D J, ReMwrw. * ASbotr (W-, Wayw, 
Nl UNTO, 30E,694 m&. 


SST—Eared of tearing al yaut SST in your dam? 
W«H 10 Kill toga 8> WiiiF Will umpire phm 
aumaar SST. SaSE for inEorwuiw. Tony fan*, 
5MI Stalwart Eau No. I0E, W.N.V., NJ 
OOM3. 201-861,9291. _ 

24twly AR EA i aLcd player needt pbm opponraiy 
lor AK, HI . FB, SST. TRC. An«tt at, lrtEPri 
Larry L Winn, Co A Jr'W ISF bov 2E7J. AFO. 
M 09015 

AREA 1JOP- mfo pbffl AlW, AK,ANZ,AOC, 

SL. COJ. Fr’40, CkrnTJ, PR. p| . RW. itT4. 
TRC, WAT, W5IM, All letter', anvvterert SP/4 
Dev yd A, Ferham, Co A USA Firld Suitim, 
Derhn, F.O. Boa JJj, APO 0974? N V. 

Am 15. triUma EO join oe'fonn a local dub. 

Favoeu* gwwvare: SUCOi. MRI. Also. SUB. 
SST, W'SIM, JUT, MED. Damon Somme*. 72 
Laflgnocytt Aw . Bno , NY L42I5, 59J-3W1V. 

' --d SL m. hi m rA’tTfli pU 

n n*. Nni AREA rated 
V NYC7 Jim Becker, 40 
Shepherd Ave . Brooklyn, NV 11201, 
212-827-4304 _ 

Flajee of al kayt ateragt || 


Cduncy area W'dJ play any AH fame- Ed Nor 
man. 4tJ Avaloft PEare. L- Heads*. HY IJ5J4, 
H5-J341. __ 

Wanied III near ECm-n Of Niwau. NT. I olro DD, 

SL. COI, SUB, JR, Fi‘40, TOB. AOC. SST. 
MID. BB. PL. AlW. LW aOtf Pltierr. Pallid 
Hurfcj. Bta J9S Jcfftnm Hill Rd-. Ngvoal., NY 
121123, 766-311?. 


y area The 5Jrtt»Vita 
Monorehiit Republic tv looking for a few good 
men fo£ »«nf nr. Fleam »nle Jui info. Timothy 
J. Xerfet, MjffNejuwi Rd ■ Ne*Dre. NV follRi 

College stoiteol urarcli lif or pben'SL dr“C0J"Area 

ufliErirt wq. RlLtd or r*H All Kfflro aavmred 
aim pbm Wat. lime* 1, Perry. Sony OfvrffO 20J 
?,t>t»tBO-NV. __ 

- - -■ for Nhttv 


preferably o 


it TRC. All lelierv anttteded. Would 
r a 1776 league. David Hargrevc*. 29 
North Court, Ft. Waihisgfofl. N V IIDW. 
5I6-444-944J _ 

l5ppoaff,IS ™in|rd f & SST, SL, CCH, RW, 

WSIM. WAS, TAC.CKT77. if have phm rywcffl 
lor above Neaie CfifllACt! Any Hubm in 
Creenitofoaiejil Brad Sflriili. Rt . 5. Bo* 5M-A6 
Ificow Rd., Gieenv boro, NC ETaU^jLLJJSJ,. 

Wanied jvbfflGiad, Dd 7 FB, Knee. LW. Tl7 

AlW. SLCCh.FrfoO, lUT.KM.MlD. FL.SST, 
TAC. 3R, TOB. Aho phm Dip. Data Muff, 54* 
Sagefieid Df,. Header ion. NC DJJt. 
Y19J97-6IJ9. __ 

Eyperienont pimtr iiam Mreki r.r- opponcnlt. 

AREA ew fioi 7 year* evptf kn«. Pbm. SST, SL. 
WSIM. Write about side* and *ii uaiian. All |er> 
iei> angered. MikeFdA, Hi, J.Bot280Ci. Vilas. 
NC2S6S3, 7C4^7.^T95. _ 

AREA 99|r ntndi -pbm ftf rated JR7fJen'17, 

ADC, MALTA, onraiedFL, DD. W’SIM Gamer 
inWigpni M ill i»H ya ur numhei. Jimewiian 
me l>j*t Letull. I W5 Gattfi Afirte Rd.. WilHjn. 
N(2 TTMJ, 24L,7111, __ 

AREA 92J. prov, player looking (a~iinprove. 

S«4mg rued plhTi, r-t« Aw B«ic Sofip. stJRv 
Scenario negotiable, trill pity eh her i.Je Rust 
YprUrOeAt. 551 IforhoD 5l.. Hamilton. OH 


4foii.i 


5-1 m. 


BL, phm appoa-eoi l tt jjicrt Would In* to UK J l 
eilfn iiKludiaa Tlrt. Dennti Flank, I9D30 Lake 
No. JOB, RocLy fther, OH 44116, TI6-2TM -<rS27. 

Btgiohcr reek* phm cipponcnh for PB, ALliX, 

81, TAC, Alt kfiet* tsittutfod Hair tmnti for 
PB only. Barry Hatlingi. -SSHi DlUW** Rd.. 
Scv-ille. OH 4*273.^16 *87-5386. 

Ftf *4fitrt for AHLJtfses. ATeilierc aoyefobi m 

rhe Wgthirtjtoa CHWirrluiaie area? t'm 15 huL 
goqd- CaH 11 Srtut CIhimw, 2fo6 cmger Latw. 
Washington Courlhomc. OH 4H6LI. JJi -1843. 

Nf»!y 111 Ed AREA ginriK need' etperitrsee. Will 
Pbm PB. FT . WSIM, W AT. other*. Will buy LH. 
if nKd be. Any ctidu in YoungplsiwaV EJougiai J. 
Hwa. IFffJ Heetnotfi Dr , 

44311,116799366*. 


e. OK 7J442. 4Q3 9U 1141. 


4 Me Lihr. 


« rikcvEo “in Mod 
be 14 nr olfier prefer ad uh*. JR. SL. TOS. Call mr 
df tend a Irllcr. FauJ B. Davit, 12;3 NE 24th, 
Orevham OR 9fo3Q, 666-9254 _ 

KJon-AkizA player teek* opponent from Sandy 

Grnham area for 1776, FL, SL, COI, AJW, 
WSIM Rutveb CtodFcRer. P.O. kkik 3. Sandy, 
CR97Q35.64*9837. _ 

kttf Sflfi AREA btxinncr wanir pbm LW. 

TACIJ. lake fahier J*fo|it only AREA 1300 t 
Akt, Grll'TT. Chape, Alnia. AH rep he* 
nntwertd. W'm S. Win W Jarfc, IJ2 Drake* 
Drum Driye.. Rpyp Mawr, FA l«0lO. 
2l5 5i3-5M] _ 

Adull frf anfi paioi oppMieni* *«itrd Tor ibT 

(oiltT-iiyg game*: ANZ. AOC. B&, &]., CHAN. 
FR'40. Cell, LW, FB, PL, RW. GRAD. Noj 
AREA rated. Harflkf ftoberlt. 317 S. Nice St., 
t.PA ET9J1.7IT,*y4-IT]6, 


Yflvhi ■■argamm UMLiaa far elsb* in iht 
Phikadelphra'Germanloan area. Have bike will 
travel. Jamie Eiwndilrl. 115 W Tuipthouken. 
I'hlkdelpha. PA 191*4, Vi 9-PSM. __ 

[*bm Ppponenti winttefT.'lV, oiber AH and nOQ'- 

AH waraamer*. Now uMng A H pb*n tyMenti win¬ 
ing (p try other*, Will apovef all lelle**, I if my 
game. Eduey b King. Ml J HUfoatb St.. 
Fn.irdriLhu^p.v _ 

Any K M fani al 1 ha L ofS? Alto k,nom PL,, Fi '40, 
>dfoif Lo Rani. W|B be a jutikw. Hot Utimkr, 
Bor 4* Umvemity of Scrtnwo. SainiMi. FA 
18510. _ 

N«d III for AREA ta a,* ( . CGI. FIS. SUB, 
W 51M, TRC Wdl (flay MA, AW. If you have 
>«*. Aho V [TP but nu4 Eor AR EA, FHeMcCordi, 
52tt Ahmet Rd-, Smc CeDeie, FA Itffloi, 
218-Q.5J8 


llyt. old Bflfiitf vfouid like (o Nay LW, 3R, EJifl. 
PL, PB. Will lean* o|ber(. Mkirael Jacltjpn. 411 
N. Chealer Rd., Snarthmorr, FA 19081. 

2LMT5-W26 _ _ 

AREA rjjfH 14*0 Miuuld like opponenti re pbm 
nr WAT, DD. ABO lake phm lyricm for RW. 
NAP.Havt muiytulM* AH'Hkl M^HatJMar- 
Poccio, 509 BuJfonwood* Aw.. Wamoek, Rt 
(H336 401-739-5864 __ 

Alcothhlruyt JOavae trek* nbm opponenn for 

Edayen. Will pay pottage for foj lHuader*! 
Main nr college icnaai. Frank ft. Dm-yberr). I62S 
FttMvdod Clnilf, OiliaiOttnae. IN 37411. 
415,892.6348.__ 

Adull aamer L27) looking for ftf opponniti in 
DD. BULGE. TRC. H l„ Fipri in, pr home. I pLiy 
for rajoy-mem. Richard Beanie, 230* Dereet 
Drive.. Afd. Ji-6 + Itnenrilk, TN J791I, 
415-*4fe-llFl 5 _'_ 

W'mled pbm area rated ginwial. WaT, WSIhl. 
ALEX. SB, AK. FB, FL, AlW' Have movt AH 
game*. I plan in be USA Sfluthfutt ChampMig. 
Mkllhr* RobefEfon, F.Q. Bb* IS5, Wimehiiter. 
TN JljjC____ 

Fir Bit. RW. SL lyvlem CAE. MR. pbm or flf 
DJP.RULAC, >776 AE*o r*n*t ginw ittrorm, 
Will US in Fort Worth DalLa* Mnioplei. J. 
Durham, Route 2. Bo* 40, AJafo. TJi 7KB1, 
44 L-82T?___ 

W'uh hun ktT gone, no* L reed adult Etf playere jn 
Kllkh-rCnVc for board gaffle*, aho perhap* mull i- 
piayer or role playing gomes un itraiu. P4), 
IfoT 5447. Ft. Itood, TX 76544. 5J2 4875. 

Adaii cippohewi r*M fir *antol I* ;ht*e any in 

Galveiltffi? Don Mtiou'. Ill tfofflpano. 
■ Galvcfor.. TX 77550,762413*1 

War gamer ta* mg lor Bf 0[>S>Otlttli» <n Atu. SI. 

DD, WAT, AK. Ate (here arty vrargamer* in 
LAke*00d Form? Ronald RUnrheJ, 15227 
Raioholfon Dr., Hoiiuon, TX TMTlk, iTft-laffJ. 

Adull opponer.i* :n DuJIa* area iouj.hr for mou 
■aarnmerj TRC.SI,. Ettc are rupnirt bui play 
mou game* Jamn Chauun, LJD EJaVridge, 
Lt4iiville, TX 7»fr7. 2 E4-436-546& ._ 

Beginner I'UM Ak, AN7.H6, HI.. DD. THC, Dl- 
rioer John D. Cfilci, P.O. Boa 14. LovtJady. TX 

2H2L----—_ 

Heljf! Young beginner tl5i h«di eWkfNfif 
p'lyn to help ''show me she toffm'' pbm, BL. 
Oiirt Krfk, 1303 Wv N6b4r. Truup, TX 717», 
*a2-J497._ 

Field Of Fire Magafinr edaduel* pbm (ante* of 
WSIM, DIP. BLIND PR. DmG.aifo SUB. Send 
SASE for aemplr iuue. FhIL C. Fry, 3I8J S. 
Crawime-.ij, kforr^, UT 84|tn, SQI-JfrE-JgW 

Dip, pbm monthly Zinc, Vplkowandwag. Send 
Iktafflp for ranvpie. Zinc Jiai feature urtidn, 
eWtma page, iMHOfy Ihmhu. Euen Digrn arj 
game*. Many Dipfomacy upenlngt. R Arnett, 
1306 Waterway- Cjrele. Cheygjtuakfl. VA 23320, 
804^61-2194 _ 

Wanted: Ilf Upperem* for TRC. AK, BB, DD, 

new Biirn. JLT. Am adub, AREA rated avetgge 
player Any AK aetlon in PfotSbem VirguntaJ Dan 
Kuih. ElSlJ Barrel Ctapef C( . Relfon. VA 
22091,703-860-4273. _ 

ARFA ENtf Jffoyff drufci flf gamei, ekaufo* 

prefered. (tied or nor-teied. e*penefirtd of 
btimnerv hlike Did pbm opponenlL are aL*o 
vreJeotneJo atnwi me SIR Swn. R D Rie 4, Bo* 
69, Wavrj.boro. VA 229B0, 7QJ.»eJ.37;7_ 

LeperreeKrt 13 Jf bill drjirei’uptaficnt lo play 

ftf B». AOC, Fr'40. Grad. Have played for 5 yri 
ami *ill pli) -nlher uileliL F r,i h Cameron, TjT4 
Dante l^Kd m , Sprtn*fkfo 4 Va I2EJ3, 
455-3305._ 

Afiy elubn in my ited? I'm oe*. Going lo Lake 
Graddptk MS. Favorite*. «« SL, CDf. vv Hem 
AIm> faaitavj But vilE play A NY mrgaene. David 
Cngtk 6619 Grty To* Dr,, SpringHeld. VA 
22152, SW-W64_ 

Tty yfrur handai povlaJ ffipfomaey. Suburi ibe to 
The Bthnfder. momliLg line. Cfiliy S1.«J fo( 
game pfoi 304/iiMie for mb. Ftf AOC. T*C. 
AWt- foboKtUD'. B0...3S, Kbdiiat. WA 91(628. 
50WJ694J32._ 

H*W My war f imn are tolleetuig duu, my up 
Hi* rifoiDl Fbrtt fir 111 WSIM. SL, COJ, TRC, 
TOB. TAC nlqb additfonffl foie*. Wd nwfr 
-Nndbardl Buell. 9357 Jlkh Soteh, Sean le, WA 
93118. 717.70T4 


Wanted phm or Itr 3R, PL, ITM, TRC, WAT. 
DD. Any dim* Keith Todd. I IBM FmaJhuis 
Way, No. ail. Scanty, WA 93E21. fo7 2M4 

Warned phm FB m riF PB, FL, bL. COI, non- 

ruled; bui average player aU ipquirm «ii*er<d. 
SltMn Miller, fo5 N. WeilTidd St., Np. *, 
DthLodi, WE 54901, JU-E16HH96 _ 

Would like b ra perienuei! Dip. paiyen fof jiflual 

(day I'll lind gimemavler. I'll lake fin: til let- 
lee*. ITI play flf COt ulth anjrtac. Miir 
Vopdgmajig, 309 Wuirupeg A»e. N , WLnoM. 
Canada 37LJP3, 382-7671. 

Adult ARLA letrtwLtiie*AREA pbn* TRC Alsn 

auyoiK *ill-iig lo late on annvicr al JR pbm flf 
mwi-rated RbNBd Vfijiai, RR 2 r Sherwood 

■ _L .. ■ _ 

CD|, JR. Etre,. TRC, AlW^kM, or *n> 
»argame. Brian Chid, *670 Lanark SlIKL, V|p 
itaver B.C Canuda V5F 2ZJ, 327,6904 

Wu-nred. Subterlhert tor ae* Uneihr GuHk*rn4, 

»b fain are 12/6 itum. Subscribe now before 
rairt go up. For 9 flee tarn pie tent! 4 SASE to: 
Doug Webb. 2*5*4^tElm **(.. Whoeirwk, 
B.C Ctruda VQM ISO 


TO BUY 


Warned- tiued. U-tfo*l ' 


Wjr.led General Vol 10, No.5,V a | |J,No I, 
Ytlt 13. Np. & Will pay K.fflJ per copy. Ed 
Caylor. VP 9 vo J PQ, San F raiuiaeo, t?A ‘M61II. 
N«d ifinierl* Np. ffti J: 7-7 Will pay 52 .DO. Alvo“ 

and ftf JR, Mid 
!L AREA rated. Rob Geukan- 
ikfl*. Amee.in UhdW K6»I. StoNM. CT 06064. 
3CI3-JB94H6L_ _ 

k(if vale New 1914 KO, new JI6. nr* 

Gitad'd* 516. He* Gnt'*l SS5, Civil Wif HJ, 
Gflll’661 k2. Mgmi.S12.all potl paid. Lin Artec*, 
14 Sait Ferry Ljne, Weeipon, CT DMgq-, 
- 

Wiih«i- Lk«4. mum he re 
pari* mitfingj. *111 
Yeager. VX> Chopellr SL.. Nn Dr Leant, LA 
70-124, XK-aj-«T32 

Waru'ni derperirely: General Ypl. IT Np, * 

CkXtd tmmlilioei only Ino aOrtwL .Mud be com. 
Nfi* ami iwiude Intern. Siiml priK. Ted Oeyli, 
12 Omaha Aye.. Noelhboto. MA BIJ12, 

/il7.Wjei307_.. 

W arned to baiy~Ydl. 13, No, fi pt The General 


To bu y: TJyo anyonewanqlineJImelSiiain good 

{ondiLfohT t Will pay 4 good price. BuVrl Bilieki, 
2M5I Huniington, Harper WooCt. Ml «U, 
3IJ 88tvg6j6. _ 

hor uV good Ltuulity verp* i&pift tftJ GenfraK 

bcgir.n ng..-> I -11, No. 5. Sense earlier <uun alia 
a-vpifoblf, For info. Ifod SASE IP-Frank Pi tvisle. 
23 Jt Hulert Kd., rfkeniui, Ml 488*4. 
SITXa 2826. _ 

Warned- Yfil IE. 5fo.*_ V<yl. F3. -Vt*. 2 WiB 


ftcerrtirif. Tewy Grovu. 6J3 Cbeirturt. Place. 

Scraacu* NJ 07(194. JPI^frM.176 

1-or vale- lib r 6S SI Jt^ntitecolleaLoncifisyeriiMj- 

Gflieralv V*j. 5, N*. 4 tumult v*j, i*. Ns. 1.563 
for mmplgle suL wilb Inieri*, poupaid. Alai* 
Aujenhrsuii, I860 L 9lh Si., Brooklyn, N.Y. 
EillJ, m-vn 3F47 _ 

for rale: Mini lSTa,iap1»nnl rulet frnam EJecetfl. 

pbrn Bid. BcK offn O' CT 110. -Good ’6i9Aano bal 
oDer over *3 5. SeevJ. SASE for tepfy, RiAen 
Cramvllk, * Center Cowi, Beihpaic, NY EI7|d, 
514.9JB.98JA, _ 

For laid Cal loci at Klling rritlre eolleclionTHfO 

ucafa mlbiory vebwkt W W']| vlmagg. All hud 
painled nintun quality Tor prut list rend SASg 
W ; Mimit Hiffllui. P.O. 57J, Chary, NY tZfll, 
5 L£S4*.7atH. 

Will Iridc r»E4,'e 


blr. Mike Slack, 86|T Heath Rd,. CoIOm. NY 
I403J__ 

Wanted - General Ygf JJ, Np -1. Vol 3J. No, 5. 


phfiicr eoprev, PftMe for hide aD iutm. Will pay 
reat0nabfcp.Ke.Ha5r Freeman. 9t4W Markham 
Ave . Durham. NC 277QL II" “ 

Ciorei clearing *ale: Many 0 


. Hair price’ You pay pwiagt 
Wiiae for Jlol. MintFoa, Rl. I. BokSHKi. Vila*, 
NC 28*91. 7EJ*.297.279*. __ 

■'Oldie* buL goodm" talc: Guad. 1914. mum 
eubera: tilfl 4 few Old Central r. Send 15* ilomp 
Tor complete ILul A!** tneit ftf opfaxictll*. any 
gamtii. Ed AJ.06liari, 9 Cuumry Parkway, Noeib 
F'eovidence, Rl DMl I. 4U|-J3>-L632, 

■Silr: Mtaad Vcnlutc, brupnaTMaflagemem, 

wigfoil Dip. many nU Cuetata. SA5E for liu, 
ofrer* Ep: R. L. Thompwr*. Ww For«l fJ«*T . 
Columbia. SC 2920a, *03-712-3160. 

hoe ufc mnu {Mtduiob Lfoaik, U-Bfial. Anf67. 

hijbc-it hid taken Paul Reucchi. RR 1, ftiabrooV. 
Ortiaiib. CanJdu LBH ICO, *92-3851 





GENERAL BACK ISSUES 


Only [he fdlowing GEKERA L twiclv iwuet are RYiilabfe. Fri« in S2.00 per usuc pfus IEH.5 puaEagc and 
handling charges up ED u maximum postage chftige of S3.00. GENERA L pokiage coupons may not be used 
for this flf Olher parts orders Due Eo leWquantilies of some numbers we reL|Uesl I hit you apficirv.tn altefhflEc 


for any selection you make- The index below Ilyii the CDnienfo flfeitch by subject matier. feaiurtHnicles 

are dnignaicd by an ", ser its replay* are italicized, and the num ber fol tow ing each is* uc is the reader ra ling of 
that parlicufitr issue. 



Vol. 12. No. 1—*1776, Aniio, miscellaneous. Fanzcrblitz, ChanccLtorsvilk, Panzer Leader, Stalingrad, 
Tactics n ... 2-57 

Vol. 12. No. 2—M Tobruk, Pnn&rbtiiz, Bulge. BLiczkrieg, Panzer Leader. Stalingrad ,3.10 
VfjJ, 14. No, ( — *Caeiar—AlHJa-5. The Russian Campaign. Luftwaffe. Third Reich, Arab-lsraejj Wars, 
AfrEfca Korps, Panzer Leader . . , 3.56 
Vu3. 14. No. 1 —* Kingmaker -7, Alexander* Squad Leader . . . 3.27 

Vol. 14, No, 3— ‘Arab Israeli Wars-3.5f ufi^, Russian Campaign, Third Reich, War Al Sea ... Lit 
Vol. 14, No. 4—"Victory in ihe Pacific -2, Smtinsrad, Third Reich, Richiofen’i War, 

Jutland, 1776 - 2.53 

Vni, 14, No. S— "Squad Leader -3. WS + 1M, Russian Campaign, Midway, Starship Troopers, Third 
Reich, MisceJlanceiuT - - - 2.77 

Vol. 14, No, 6—"D-Day, Victory m the Pacific, Panzer Leader, Caesar's Legions, Tobruk . 3,51 

VdL IS, No. I—'Gettysburg -3, SquadLetultr, Scarship Troopers. Russian Campaign . . 3.48 


Vol. IS, No. 2—"Panzer Leader. StaLitigrad, Third Reich, D-Day ( RaiJ Baron, Victory In The 
Pacific ... 3.44 

Vnl. 15, No, J—"ASSaull Olt Crete -3. Invasion ol Malta. Russian Campaign. Third Reich. Squad Leader. 
W r ar At Sea. Misc. . . 3.J4 

Vol, 15, No, 4—"Submarine -2, Caesar's Lejfonj* Panzer Mite, Thud Reich, WS & IM, Squad Leader, 
Waterloo . . . 3,31 

Vol. IS, No. 5—"Midway. WS& LM, Origin*—Third Reich. Afrika Korps* D-Day. Squad Leader, 
Feudal. AEesia. War Al Sea. Siarship Trooper , , , 3,13 
Vol. IS, NO. 6— "Cross of Iron -3, Victory fn ihe Pacific, War At Sea, Arat^Israeli Wars* Siarship 
Trooper*. Panzer Leader , . , 2.66 

Vol. 16, No. I— "Atkzio -3. Panzerblitz . Third Reieb, Napoleon, 1776, Diplomacy . , . 2.67 
Vol. 16, No. 2—"Bismarck -4, panzerbtilz, Afrika Korps, 1776, WSAlM .. . 






























































































































































You can tell a good companY 
by the monsters it keeps 

Avalon Hill's range of Sci-Fi and Fantasy games are designed for hobbyist and casual/ ' 
player alike. Simple enough to be fun to play, but also challenging enough to keep ^ * 
the most experienced player on his toes. Use your imagination — enter our realm of 
Fantasy and Science Fiction. i 




MAGIC 
REALM i] 


The world where honour, valour and terrifying monsters walk 
hand in hand. Where the terrain can change in a flash. And where 
a keen eye will serve you well. You become one of the sixteen 
characters. Witch-King, Knight, Viking et al, and endeavour to 
survive and conquer. You will face other characters, mighty 
monsters, magic spells, in your challenge to defeat the Magic 

Realm - $15 


DUNE 


The strange planet in a future time where water is more valuable 
than anything else except spice. Spice, the miracle drug which 
alone holds together the tenuous threads of intergalactic flight, 
communications, trade and conquest. And the only place it is found 
is on Dune. Who controls Dune controls the universe. For two to six 
players who each assume one of the leading characters attempting to 
control the planet. But beware the Sand Worm. 
The horrifying gigantic creature that devours 
anything that moves. You have never en¬ 
countered anything like.the planet Dune. 




$9 






Wizards 

Quest 


The fantastic isle of 
Marnon Is the setting fora 
treasure hunt. A strange 
wizard has hidden the 
various treasure troves; the 
one who finds them will 
become absolute ruler of 
this magical land. Only the 
frenzied ores, evil warriors, 
and the great flying dragon, 
who can gobble up entire 
armies, stand in the way 
of your quest for treasure. 
Get it? Wizard! Quest! Get 
Wizard’s Quest TODAY! 

$12 


STARSHIP TROOPERS 

I The future war where mankind must fight for survival 
‘ against a race who resemble only a ghastly travesty of homo 
| sapiens, and an even more terrifying enemy — the Arachnids. 
Anthropods whose appearance is like a madmans concept of 
a giant spider, but whose intelligence is highly developed and 
who organise themselves like ants or termites. Facing them is 
the Starship Trooper who, with his powered armour suit, has 
I the speed, manoeuvrability and firepower of a whole platoon. 

* A platoon of such men pack a punch like a panzer division. 
i Winning will depend totally on skill and players will, using the 
J programmed instruction technique, find themselves , 
I developing strategies to make optimum use of the features of 
I each race. Even to making the best use of 'cell' and 'tunnel' I 
\\ complexes. Whether you play the 'Bugs’, 'Skinnies' or 
'Terrans', you will never forget Starship Troopers. 

$12 




THE BEST IN FANTASY AND SCIENCE FICTION 
from AVALON HILL 

All these games are available from your local Avalon Hill games dealer, 
or direct from us by mail at: 

The Avalon Hill Game Company 
4517 Harford Road, Baltimore, MD 21214 




THE GENERAL 



Opponent Wanted 25c 

1. WuiU-nds* will bu :icl f pied anly when primed o n t h is fa rm ur u i'atsimi tv and mti\t hv uiaptmpun i vd bv a 
2£e l i.i ken tic, Nii refunds. 

2. h»r Sate. I rude. nr Wjmud to Buy uds will he accepted only when dealing w u h eoJLtxuir^ items (grimes 
no kmga available tnun All] und ore accompanied by a 5l.UU token lee 

3. Ln>eii copy on lines provided (25 word maximum) and porn name. aiidrevi and phone number on ihe 
appropriate lines. 

4 PR IS I jt illegible vonr ;n.l will not be printed. 

5 Sn that y> main ads e:in be printed as possible wilhin our I i mi led space we request ihuiynu use oil ki a I 
State ahbieMatrons j% well its the game abbreviations listed below; 

Arab I smelt W,,^ ■ VIW; AJrikn Knrps - Ak: Alexander - Ale-s: An/to - Vn/. Wjiuii on tiete-AUk : 
Battle ol die Bulge - MB: Bismarck Bint fiJiizkileg - HI,: CavsirN legions Cl Caesar -l"M. 
ChancdtorsviJIe - t'lun, Crescendo of Doom = COD: Cross of Iron = CO(: D-Day - Dl>. Diplomacy 1 
Dip: Dime: France |V4(I Fr 40: Face to Face = FTF: Fortress Europu M Cellsspurs = tie! r 64 or"? - ?: 
Juiland ~Jm: Kingmaker = KM: Kriegspiel = Kneg; t.uliuMile : I VV: Magic Realm - VI It; Midway Mill: 
Sapiileon ■ Sup: Dmum ill W W|| • CJng: Ranwrhlil/ - CIS: hursz;i I e.ider ' I’l IM.iy By Mol I'R.U 
Richthofen's W'ui KW; S,|uuJ Leader = SL: Stalingrad 'tirad: Surd up 1 1 ■"i-iv.- r^ “i'll 
Submarine Sub: ladies II • I ae; f ile I ungest Ruy = 11 J>. I he umpuigu : I It* IfioJ Kv'kli 

- 3Et, I uhr Lik ■ lab: trireme = I ri: Victory In the Pacific ■ VII E‘: VVpr .n Ne.i - W Vs: Wui Vml IVace - 
W&P: Wacorlim - Wal: Wizard’s Quest - VVQ; Wooden Ships A: I urn Men VW| V| 


NAME_PHONE 


ADDRESS 


CONTEST NO. 91 

It is the Jan/Feb 43 turn of a RUSSIAN CAMPAIGN game. The 
Russians are counterattacking near Bryansk. State cadi unit’s move and final 
location, and describe all attacks specifying order of attack, defender/s, and 
odds of each attack. The die rolls for the three attacks are—first attack; 5, 
second attack; 1, third attack; 4. All Axis units must be eliminated by the 
end of the Russsian first impulse. No rail movement is allowed. 



STARTING FINAL ATTACK # 

UNIT POSITION LOCATION ATTACKS ODDS (1,2,3} 


fen winning entries will receive certificates redeemable for free AH 
merchandise. Fo he valid an entry must be received prior to the mailing of 
the next OPS'PR AI and include a numerical rating for the issue as a whole 
as well as list the best 3 articles. I he solution will be announced in the next 
issue and the Winners in the following issue. 


INNI I AN AUilol I . I Rale [turn f lo I EL with I equaling eel lent. W- lernhli) 

Abel J AMiuics 

1 ---■ NAME___ _ _ _ 

1—___ - ADDRESS^_ _ _ __ 

^------. CITY __ STATE___ 



CITY 































































































































THE GENERAL 


PANZERLEADER 


Situation No. 


Movement for 


player Turn No. 





































THE GENERAL 


1 

2 

3 

4 

5 

6 

7 

8 
9 

10 
11 
12 

13 

14 

15 

Closing Transactions Date 

Location of units {use this table when several units are on one square or when the code numbers are not legible) 


Square 

Unit 

Unit 

Unit 










































































Carrier 

Square 

Passenger 

Carrier 

Square 

Passenger 














































































































Sq uare 

Unit 

Unit 

Unit 










































































PANZERLEADER 


Situation No. _ Attacks for_player Turn No. 


Attacking Units 
(al 

Defending Units 
(bj 

Type 

(c) 

Odds 

(d) 

{+) 

or 

i) 

lei 

Stock 

(f) 

Sales 

in 

100s 

lg) 

Result 

(hi 






























































































































































































































